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INTRODUCTION 



Welcome 10 the 1988 Sun c\ oj Early Childhood Soft mux! Now in its fourth >ear. the5//run is the 
result of our extensive and continuing studv of ^ uiiputcr programs fi)r \i)ung children. It is designed to assist 
parents, teachers, and early childhood educators m finding developmentall) appropriate si^flware f()r children 
aged three to six years. 

This vcar's Suney , whicl. is available in either book or disk" form, reviews 286 programs. These are 
primarily programs for the Apple, C64, IB.\1, and Atari computers. Each pn)gram is described and given 
ratings based on its ( I ) user friendliness, (2) educational value, and (3) instructional design. An ovcraP rating 
is given as well. Other components of the i'/// U'\ include a list of names and addresses of software producers, 
aglos.sary , the rating forms used in evaluating the .software, and a variety of listings of the software titles — 
by content area, by overall rating, and by computer brand. 

A glance at the Survey shows there's a wide range of software available for young children — every- 
thing from drill-and practice activ ities to open-ended programs that stimulate creative artwork and language 
— but a glance at the ratings shows how widely the quality of this software varies. Experts agree that soft- 
ware that is easy to use, strong in content, and designed with the special qualities of a young child in mind is 
the key to children's enjoyment and learning at the computer. Not all that we've seen is appropriate by lhe.se 
measures, but we arc happy to report that there's plentv of good software available for most popular com- 
puter models and that since la.st year's 5//ne\ , the software for young children has gotten better. 

Why is High, Scope reviewing computer software? Since 1962, the High, Scope Educational Research 
Foundation has been studying and supporting the development of young children. During the late 1970s, we 
began to explore the use of computers with young children, and since that time, the High. Scope Foundation 
has been carefully integrating computer technology into the early childhood curriculum at its demonstration 
school in Ypsilanti, Michigan. The result is that today's visitor sees young children at our .school using com- 
puters as routinely as they use blocks and art materials. These years of experience have taught us that the .suc- 
cess of computer-based learning for young children depends on ( ^» the quality of the overall preschool or kin- 
dergarten curriculum, (2) the quality of the computer software, and (3) the .software's match with the goals of 
the curriculum. Publishing these software reviews isone way we can share our experience with others who 
are looking for quality in young children's .software. 

High Scope, a nonprofit organization, receives no fees or monetary consideration from either pub- 
lishers or distributors for reviewing their software Oi:r work is supported by grants where possible and by 
.subscriber fees for our .services and publications 

For information about Key Sotes (our monthly computer newsletter for early childhood educators), or 
about our training workshops (which include hands-on experience with the software in this Sur\t \), write to 
the High/Scope Press, 600 North River Street. Ypsilanti, Michigan 48198, or phone (313) 485-2000. 

*Disk form con.sists of AppleWorks files and requires an Apple lie. lie, or IIGS computer ( I28K), a disk 
dnv»;, and AppleWorks .software (S20 00). 
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USING THE SURVEY 



This chapter contains ( I ) an alphabetical inde> of softv.arc 
titles, indicating the page numbers of the progi im descriptions 
in Chapter 2: (2) a guide to interpreting the so'iuare descriptions 
in Chapter 2: and (3) a computer scan, or summar\ . ol Siir\r\ 
information. 
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Title 


Company 


Date Page 



ABsCenes 


Compu-Teach 


1984 


16 


Adventures in Space 


Scandura Training Systenns 


1983 


16 


Adventures of Dobot, The 


Educational Activities 


1986 


16 


Adventures of Jimmy Jumper 


ECS 


1986 


17 


Alice in Wonderland 


HRM Software 


1985 


17 


Alien Counter & Faceflash 


MilUen Publishing Co 


1982 


17 


Alpha Build 


Spinnaker Software Corp 


1984 


18 


Alpha Teach 


Aquarius 


1982 


18 


Alphabet Arcade, The 


PDi Software 


1983 


18 


Alphabet Circus 


DLfvt 


1984 


19 


Alphabet Song and Count 


Edusoft 


1983 


19 


Alphabet Sounds 


Data Comnnand 


1984 


19 


Alphabet Zoo 


Spinnaker Software Corp 


1983 


20 


Alphabetization Sequence 


Miliiken Publishing Co 


1980 


20 


Aiphabots 


D C Heath & Company 


1985 


20 


Alphaget 


AlDhaphonics 


1982 


21 


Animal Hotel 


Learning Technologies Inc 


1985 


21 


Animal Photo Fun 


DLM 


1985 


21 


Arithmatic 


Compu-Teach 


1983 


22 


Arithmatic Critters 


MECC 


1986 


22 


Astro's ABCs 


Aiphaphonics 


1984 


22 


Astro-G rover 


CBS Software 


1984 


23 


Beginner Reader 


Scandura Training Sysienns 


1983 


23 


Beginning Counting 


fvlicroEd Inc 


1987 


23 


Beginning Reading Skills 


fvlicioEd, Inc 


1986 


24 


Best Electronic Word Book Ever! 


fvlindscape, inc 


1985 


24 


Big Bird's Funhouse 


CBS Software 


1984 


24 


Big Bird's Special Delivery 


CBS Software 


1984 


25 


Bike Hike 


Learning Technologies Inc 


1985 


25 


Bird's Eye View 


Hartley Courseware Inc 


1987 


25 


Body Awareness 


fvlindscape, Inc 


1983 


26 


Bouncy Bee Learns Letters 1 .0 


IBM Educational Systems 


1985 


26 


Bouncy Bee Learns Words 1 .0 


iBfvt Educational Systerps 


1985 


26 


Bremen Town Musicians 


Troll Associates 


1987 


27 


Build a Book About You 


Scarborough 


1985 


27 


Bumble Games 


The Learning Company 


1982 


27 


Castle Clobber 


^llndscape Inc 


1985 


28 


Cat 'n Mouse 


MinaPlay 


1984 


28 


Charlie Brown's 1-2-3's 


Random House Software 


1985 


28 


Charlie Brown's ABC's 


Random House Softvyare 


1984 


29 


Color Find 


ECS 


1985 


29 


Color Me 


Mindscape. Inc 


1986 


29 


Colors and Shapes 


Hartley Courseware Inc 


1984 


30 


Come Play With Pockets 


World Book Inc 


1984 


30 


Comparison Kitchen 


DLfvt 


1985 


30 


Conseivation and Counting 


Hartley Courseware Inc 


1985 


31 


Copycats: ABC for Micro & Me! 


Educational Activities 


1984 


31 


Cotton Tales 


fvlindPiay 


1987 


31 


Counters 


Sunburst Communications Inc 


1983 


32 


Counting 


r^iECC 


1983 


32 
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V/Ouniing 


MicroEd Inc 


1984 


OO 

32 


Counting Critters 


Mindscape. tnc 


1987 


33 


V/Ouniing oriuGrs i.u 


MtL/L/ 


1985 


OO 


V/OUniiny oKliiS 


Apuanus PGOple MatGnals 


iyo4 


OO 
OO 


V/Ountry combo 


Mr. ro Power & Light 


1982 


34 


Creature Creator 


DGSignvs/arG 'nc 


1983 


34 


v/riner V/Ount 


Apuanus 




O /I 

o4 


Delta Drawing 


Spinnaker Software Corp 


1983 


o c 

35 


Developing Language Skills 


Intellectual Software 


1983 


35 


Dinosaurs 


Advanced Ideas, Inc 


1984 


o c 

35 


uiSKOvery AOuing Macnine 


Intellectual Software 


1984 


36 


'JiSKOvery i aK9 Mway ^oo 


InteHectuai Software 


1 yo4 


oc 
ob 


ur. Keel s laiK/writer 


Hartley Courseware. Inc 


1986 


00 


ur. oeuss rix*up . . . ruzzier 


obo oOMware 


1 yob 


07 

0/ 


uucKS Anoy 


Lbo oOliware 


1984 


O 7 
Of 


cany v/nildnoou . . . Program 


Educational Activities 


1983 


07 

37 


cany ciemeniary i 


Compu-Tations 




OO 

38 


cany cierr^eniary ii 


Compu-T^tions 


lyol 


OO 

38 


Early Games 


Sp^llg board 


1984 


38 


Larly Learning Friends 


Spinnaker Softvvare Corp 


1985 


OO 

39 


cany Matn 


N/'icroEd. Inc 


^ OO "7 

1987 


OO 

39 


cany oKins 


Hartley Courseware. Inc 


1986 


OO 

39 


Easy as ABC 


Springboard 


1984 


A O 

40 


ciecironic v/rayon o^^ies 


Polarware'Pengu n Software 


1986 


40 


crnie s oig opiasn 


L/Do oOiiware 


1 yoo 


40 


d>r%i/s'^ ftl^#«t#% ^^^««a>%AA 

crnio s magic onapes 


L/bo oOiiwcire 


1 y^ 


/I 1 

41 


Estimation 


Lawrence Hal! of Science 


■4 Ot 


A -t 

41 


explore Your world: The weather 


Groher Electronic Publishinc, 


■< ooc 

1985 


A -1 

41 


Exploratory Play 


r t A L boftware 


■1 ooc 

1985 


A O 

42 


Explore-a*Story: A Grec t Leap 


U L/ Heath & L/Ompany 


■1 ooo 

1988 


/I o 

42 


Extrateletacto graph, Th9 


UIL International 


1986 


A O 

42 


EZ Logo 




198o 


A O 

43 


Pacemaker 


Spinnaker Software Corp 


^ ooo 

1982 


/I o 

43 


Pacemaker Golden Edition 


Spinnaker Software Corp 


1986 


A O 

43 


raniasiic Animais 


Firebird Licensees Inc 


1 OQC 

lyob 


1 A 

44 


rirsi encounters 


Educational Activities 


i OQQ 


44 


Pirst Letter Pun 




■i ooc 

1985 


A A 

44 


rirsi Leners ana woras 


First Byte, Inc 


i no 7 
1987 


4d 


rirsi Numoers. rirst woras 


Educational Activities 


^ OO /I 

1984 


4d 


rirsi onapes 


riroi byie 'nc 


^ no 7 
1 987 


4d 


rirsi oieps to Keaaing 


Grolier Electronic Publishing 


i ooc 

1 985 


4d 


risn ocaies 




■i ooc 


4b 


rioppy. Letters a Numerals 


Fioppy Enterprises 


i OOQ 

1 983 


Ai^ 
4b 


Ploppy: Match-ups in Mazes 


Floppy Enterprises 


■i OO yl 

1984 


A 7 

4 / 


Ploppy: Printing Practice 


Floppy Enterprises 


1983 


/I 7 

47 


Ploppy: Same and Different 


Fioppy Enterprises 


1983 


47 


Ploppy: What Is Missing 


Floppy Enterprises 


1983 


48 


Flying Carpet. The 


Learning Technologies Inc 


1985 


48 


Fruit Tree/Gumball 


BeCi Software 


1983 


48 


Fun From A to Z 


MECC 


1985 


49 
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Fun With Directions 


Mindscaps, Inc 


1984 


49 


Fun With Letters and Words 


Wescott Software 


1987 


49 


Fun With Memory 


Wescott Software 


1987 


50 


Fun With Numbers 


Wescott Software 


1987 


50 


Gertrude's Secrets 


The Learning Company 


1982 


50 


Getting Ready to Read and Add 


Sunburst Comnnunications, Inc 


1984 


51 


Grabbit Factory, Ths 


DC Heath & Company 


1983 


'^l 


Grandma's House 


Spinnaker Softvs'are Corp 


1983 


51 


Grover's Animal Adventures 


CBS Software 


1985 


52 


Grownup and Small 


Mindscape, inc 


1987 


52 


Happy Birthday, Packets 


World Book, Inc 


1984 


52 


Hodge Podge 


Artworx 


1982 


53 


How to Weigh an Elephant 


Learning Technologies Inc 


1985 


53 


1 Can Count 


Troll Associates 


1287 


53 


1 Love My Alphabet 


First Star Software 


1984 


54 


Introduction to Counting 


EduWare 


1981 


54 


It's No Game 


Educational Activities 


1986 


54 


Jack and the Beanstalk 


HRM Software 


1985 


55 


Jar Game & Chaos, The 


Milliker' Publishinvj Co 


1982 


55 


Jr. Typer 


Aquarius People Materials 


1985 


55 


Juggle's Rainbow 


The Learning Company 


1982 


56 


Keytalk 


PEAL Software 


1987 


56 


Kid's Stuff 


Stone & Associates 


1984 


5b 


Kids on Keys 


Spinnaker Software Corp 


1983 


57 


Kidwriter 


Spinnaker Software Corp 


1984 


57 


Kinder Koncepts MATH 


Midvi/est Software 


1985 


57 


Kindercomp 


Spinnaker Software Coro 


1982 


58 


Kindercomp Golden Edition 


Spinnaker Software Corp 


1986 


58 


Kindermath il 


Houghton Mifflin 


1988 


58 


Knowing Numbers 


Mindscape. Inc 


1983 


59 


Koala Pad Graphics Exhibitor 


PTI/Koala Industries 


:983 


59 


Language 


Aquarius People Materials 


1984 


59 


Learning About Numbers 


C&C Software 


1983 


60 


Learning Line, The 


DC Heath & Company 


1983 


60 


Learning the Alphabet 


MicroEd, Inc 


1987 


60 


Learning With Fuzzywomp 


Sierra On-Line 


1984 


61 


Learning With Leeper 


Sierra On-Line 


1983 


61 


Let's Go Fishing 


Learning Technologies, Inc 


1985 


61 


Letter Games 


Island Software 


1982 


62 


Letter Recognition 


Hartley Courseware. Inc 


1983 


62 


Letter-Go-Round 


CBS Software 


1984 


62 


Letters and First Words 


C&C Software 


1984 


63 


Letters and Words 


Mindscape. Inc 


1983 


63 


Lion's Workshop 


Learning Technologies, inc 


1985 


63 


LOGO Power 


Mindscape. Inc 


1986 


64 


Magic Crayon 


C&C Software 


1983 


64 


Magic Slate 


Sunburst Comnnunications, Inc 


1984 


64 


Magic String, The 


Troll Associates 


1985 


65 


Make a Match 


Springboard 


1984 


65 


Many Ways to Say 1 Love You 


Mindscape. Inc 


1985 


65 
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iViary iViarvei . . • OOSlUmG OaW 


uiL inier ridiio. idi 


1 QttP 
1 cJOD 


DD 


iviciry nictryxsi . > inc oarudn 


UIL II llUi 1 idllUi Idl 




vjvj 


iVIaoK r^araU6 


opi If ly uudi u 


1 z}o^ 


DD 


malCn wll A" ma C 


1 cdon T uurbL/ii uy \-/UMipuici 


1 yOD 


p;7 

D/ 


Main ailu me 


udviQson ariQ Mssooiaies 




D ' 


nnain racis Level i 


1 ncoiO 


1 you 


fi7 
D / 


main ivia^iu 


ivMi lui iciy 


1 \?OH 




IVtain iVIaZI? 


n P Woath PnmnQnx/ 
U rlcdin Cx v-/UfTipdriy 


1 yoo 


DO 


Moth Dahhit 


1 f Ic Lcdiillfiy \-/Ullipdfiy 


1 yOD 


DO 


Main oequencus 


iviiiiiKcn ruui'bniny L/O 


1 yoo 


Dc? 


mace'U 


\j \^ ncdu 1 I ipdi ly 


1 <30<J 


DC7 


ll«4An«/\i^f Diiilrlifn Df^/^I^o 

niernory DUiiuirig diocks 


oUMijuf5>i \^0FTiiMUi iiodiiui lb. ino 


1 yoD 


D<3 


fVfciiiuiy ivicioiwr 


wlUl Ic O MbbUOIdlcb 


1 C700 


70 




LdUicdic Lcdrniiiy oybiciiib 


1 QRA 


70 


Milf\ DUllieo 


IbidilU OUUVvdic 


1 sjOiL. 


70 


nnuney woiKS 


MFPP 


1 cJO / 


71 


MonKey iviain 


MilWUi X 


1 yoo 


71 
/ 1 


mupiuwn raiMue 


1 1 It; L-cdi 1 IK ly v^ui 1 ipdi ly 


1 sJO 1 


'/ 1 

/ 1 


mil it>\t<\ At \Ai ^rfi da/>i^ 
miippei wora dook 


ounuurbi L/OFTniiUt iicdiiUi lb. inc 


1 cJoD 


79 


iviuppeio v/n oidyc 


OUilUUlbl V^UI 1 11 1 lUi llOdllUi lb, 1(10 


1 sjOH 


1? 

1 c 


Rill mr\ Attf ill A 

mtippeiviiie 


OUilUUlbl V-zUI 1 U I lU 1 IIL-dllUi 'b, iilL* 


1 yOD 




Music 


1 OiAjroor^o (—loll r\t ^1*^100^0 
LdWicilL'C ndll Ul OUIcilL'tJ 


1 yo4 


7? 


mUSic iVidesiro 


opr ii ly uudi u 


1 c?0^ 


/ o 


MUSIC neauiness 


oit7i 111 ly owni 


1 sjOH 


7^^ 


IViy MDvr s 


idpciUdL'IS OUUWdiC 


1 v?0'+ 


74 


My dOOK 


DqPi Qnft\A/orcj 
DGOI oUllWdrc 


1 QP/1 


74 


My Leiiers, iMUmuero, anu worus 


O'U c MbbUCIdlUb 


1 yoo 


74 


My VtfOruS 


ndiiicy \-/UU r bcWdf c, iml. 


1 yo / 


f sJ 


iMOl 1 GO Me^sy, iMOl 100 neai 


u o ricoin Cx V-/U;npdriy 


1 cJoo 


I o 


kim^^^ia Dhont^w% nr*t^A 
iMOiaDie rnaniom, 1 ne 


UfcJbiy 1 ' vVdl c 


1 


7^ 
1 o 


now Tou oee ii, rMuw tou uon i 


OUflUUrbl 1 II 1 lUNlL dllUI o, lilL* 


1 c?0 / 


7fi 

/ D 


riUmDer Deoi 


RoPi ^nftvAy^^rP 


1 iJOO 


7fi 


nuiTioer raim 


ULIvl 


1 


7fi 

/ D 


Kli i»nh^*c 




1QR4 


11 


v/Uol?! ValKJi 1 ailU wldooilluallUi 1 


WiJrtlpx/ Pnj irCP\Ay?irP In/^ 
• idlllcy 1 bcWd 1 C, lilL. 


1 s30\J 


11 


/^fifi r\nr\ f\ttt 

SJQQ KjnB SJUl 


oliilUUibl OUl lllIIUI 'lUdllUilb, ImU 


1 yoo 


11 


uiiie ana oeymour 


ndll Icy ooui s>t;vvdit; inu 


1 yO'4 


7R 


vine Danana more 


Udld V-/UlMlMdilU 


1 iJOH 


7R 


viiueriny/oeouendny 


Aril lorii ic PpnniP N^Qtpri^lc 
MmJdilUb rcupic ividlclldlb 


1 s30H 


7R 


rami wiin woras 




IQftfi 


7Q 


rais Miouna i own 


PRQ ^nftvA/ijrP 


1 yoo 


7Q 


raUl 1 aUllUo 


lvll_ V-/V-/ 




79 


r allciilo ailll Ocv{Uc;ilUco 


Hcjr|lp\/ Pni 1 r<iP\A/^i "^P InP 




80 


reanuis Ma&e Maramon 


DcjnHnm Mn; icp ^nftvA/i^rP 
ndiiuuiii nuubc ouiiwciit; 




80 


Posniitc Pif^tiirp Pii77lorc 


Rp^ndnm Hni i<^p 5^nft\Ay?^rp 


1984 


80 


Peter and the Wolf Music 


spinnaker Software Corp 


1985 


81 


Peter Rabbit Reading 


Spinnaker Software Corp 


1985 


81 


Picture Dictionary 


D C Heath & Company 


1985 


81 


Picture Perfect 


MtndPlay 


1984 


82 


Pictures, Letters, and Sounds 


Hartley Courseware. !nc 


1986 


82 
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Play Together Learn Together 


Gioiier Electronic Publishing 


1985 


82 


Pockets and Her New Sneakers 


World Buok mc 


19C4 


83 


Pockets Goes on a Picnic 


World Book, Inc 


1984 


83 


Pockets Goes o.i Vacation 


World 3ook, Inc 


1984 


83 


Pockets Goes to the Carnival 


World Book, Inc 


1984 


84 


Pockets 1 eadsthe Parade 


World Book, inc 


1984 


84 


Preschool Fun 


THESIS 


1980 


84 


Preschool IQ Builder 1 


PDi Software 


1982 


85 


Preschool IQ Builder II 


PDI Software 


1984 


85 


Primary Editor 1.0 


IBM Educational Systems 


1985 


85 


Puss in Boot 


Island Software 


1982 


86 


Puzzle Master 


S|: ring board 


1984 


85 


Rabbit Scanner, The 


ECS 


19" 


86 


Race the Clock 


MindPlay 


1' .-4 


87 


Rainbow Painter 


Springboard 


1984 


87 


Reader Rabbit 


The Learning Company 


1984 


87 


Reading Comprehension: Lev. 1 


Houghton Mifflin 


1988 


88 


Reading Helpers 


Houghton Mifflin 


1906 


88 


Reading Machine, The 


Southwest EdPsych Services 


1982 


88 


Reading Readiness 


LMC Publishing 


1982 


89 


Reading Starters 


Houghton Mifflin 


1986 


89 


Representationai Play 


PEAL Software 


1985 


89 


Rhyming to Read 


Grolier Electronic Publish'ng 


1985 


90 


Rumpelstiltskin 


Troll Associates 


1987 


90 


Same or Different 


l.earninj Technologies, inc 


1985 


90 


Shapti & Color Rodeo 


DLM 


1984 


91 


Shape Games 


Bed Software 


1983 


91 


Shapes & Patterns 


Mi.idscape, Inc 


1984 


91 


Shutterbug's Patterns 


Learning Technologies. Inc 


1985 


92 


Shutterbug's Pictures 


Learning Technologies, Inc 


1980 


92 


Simon Says 


Sunburst Communications. Inc 


1987 


92 


Size and Logic 


Hartley Courseware Inc 


1984 


93 


SocPix 


America.T Guidance Service 


1985 


93 


Sound Ideas: Consonants 


Houghton Mifflin 


1986 


93 


Sound <deas: Vowels 


Houghton Mifflin 


1986 


94 


Sound Ideas: Word Attack 


Houghton Mifflin 


1987 


94 


Sound Tracks 


MECC 


1984 


94 


Space Chase 


EMC Publishing 


1984 


95 


Space Waste Race 


,5 'burst Communications, inc 


1984 


95 


Spaceship Lost 


Educational Activities 


1984 


95 


Spatial Relationships 


Aquarius 


1982 


96 


Spellicopter 


Designware 


1983 


96 


Spelling and Reading Primer 


EduWarc 


1982 


96 


Spelling Bee, The 


Troll Associates 


1985 


97 


Starting Out: Set 1 


NTS Software 


1980 


97 


Stickers 


Springboard 


1984 


97 


Stickybear AdC 


Weekly Reader Software 


1982 


98 


Stickybear Math 


Weekly Reader Software 


1984 


98 


Stickybear Numbers 


Weekly Reader Software 


1982 


98 


Stickybear Opposltes 


Weekly Reader Software 


1983 


99 
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INDEX OF SOFTWARE TITLES 


Title 


Company 


Date 


Page 


Stickybear Printer 


Weekw Reader Software 


1985 


99 


Stickybear Reading 


Weekly Reader Sofiware 


1984 


99 


Stickybear Shapes 


Weekly Reader Softwa'^e 


1983 


100 


Stickybear Town Builder 


Weekly Reader Software 


1984 


100 


Stickybear Typing 


Weekly Reader Software 


1985 


100 


Story Machine 


Spinnaker Software Corp 


1982 


101 


Surrounding Patterns 


Strawberry Hi!i Software 


1985 


101 


Sweet Shop, The 


DC Heath & Company 


1983 


101 


Talk About a Walk 


Intellectual Software 


1984 


102 


Talking Nouns 1 


Laureate Learning Systenns 


1987 


102 


Talking Nouns II 


Laureate Learning Systems 


1987 


102 


Talking Teacher 


Firebird Licensees Inc 


1985 


103 


Talking Textwriter 


Scholastic Software, Inc 


1986 


103 


Talking Verbs 


Laureate Learning Systems 


1987 


103 


Teddy and Iggy 


Sunburst Communications. Inc 


1987 


104 


Teddy Bear-rels of Fun 


DLM 


1987 


104 


Teddy Bears Counting Fun 


Micro-Learningware 


1981 


104 


Teddy's Playground 


Sunburst Communications. IriC 


1985 


105 


Telling Time 


Orange-Cherry Media 


1984 


105 


Tiger's Tales: A Reading Adventure 


Sunburst Communications, Inc 


1986 


105 


Time Master 


Micro Power & Light 


19C0 


106 


Tink's Adventure 


Mindscape, Inc 


1984 


106 


Tink's Subtraction Fair 


Mindscape, Inc 


1985 


106 


Tinka's Mazes 


Mindscape, Inc 


1986 


107 


Tonk in the Land of Buddy-Bots 


Mindscape, Inc 


1984 


107 


Touch & Write 


Sunburst Communications, Inc 


1986 


107 


Touch and Match 


ECS 


1986 


108 


Touch and See 


ECS 


1986 


108 


Toybox 


SDL 


1986 


108 


Tuk Goes to Town 


Mtndscape, Inc 


1984 


109 


Up & Add 'Em 


Spinnaker Software Corp 


1984 


109 


Webster's Numbers 


EduWare 


1983 


109 


What's in a Frame? 


Sunburst Communications, Inc 


1987 


110 


Word Factory 


Island Software 


1983 


110 


Words 


Lawrence Hall of Science 


1984 


110 


Writing to Read 2.0 


IBM Educational Systems 


1982 


111 
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Title: Reading Comprehension Lev 1 

Corr pany f-ioucjhlon MiMim 

Dale 1988 

PfiCO SI 74 00 

A()e 6 7 

Computof Apple (64K/ 

Conceptual Area LA 5 6 8 
■ rtyaOiny comprehension skills 

CofTirnenis Child uses spacebar arfow keys and 
RETURN 10 page ihfouqh a siofy <n wh,ch com 
prehension questions are asked ihrouqh an Echo or 
Cfickel synthes'Zer (required) Uses clear female 
voice To assist reading child can select and 
listen to any v\.ord m the story Sixteen stories 
come on eight disks Keeps records Good design 



Final Rating 82* 
l/ser Friendliness- 60* 
Educational Value* 95* 
Instructional Design. 86* 




TITLE: The program's lUlc. 



COMPANY: The program's publisher. This is not ncccs.sanl) the name of a .software distributor. The 
address and phone number of the program's publisher are gi\en in Appendix 1. Earl> Childhood Software 
Producers. 



DATE: The program\s most recent copyright date 

PPICE: The publi.sher's list price for the version of the program evaluated. Prices often var> with the tvpe of 
computer and source of .software 

AGE: The publisher's recommended age-range for the u.sers of the program. Many software packages 
contain more than one game or activ it> , and the specified age-range takes into account the difficult) levels of 
all the various games or activities available. We mention in our comments if the publi.sher's recommended 
age-range seems inappropriate. 

COMPUTER: A listing "liie computers for which versions of the program are available. A star (*) is 
placed after any version u.^cd in evaluating the program. 



Apple — Apple II family with at 
least 48K of memory 
Apple lIGS — Apple lIGS 

Amiga — Commodore Amiga 
Atari — Atari ramily 
C64 — Commodore 64 
VIC 20 — VIC 20 



IBM — IBM Personal Compute^ or 
compatible With color 
graphics adapter 
Mac — Macintosh 
PET — Commodore PET 
TRS 80 — Tandy Radio Shack 
Tl — Texas Instruments 



Any additional hardware a program requires or cui utili/e, j^ ich as a voice synthesizer, a mouse, 
additional memory, a printer, is listed. 

CONCEPTU.\L AREA: A listing, from .strongest to weakest, of the conceptual areas present in a program 
The codes used refer to the lists found in Appendix 3. f'c.r example, CL I refers to the first item under the 
conceptual area of Cla.ssification, 'Identifying attributes." (High. Scope Curriculum users will recogni/e 
some the Appendix 3 lists as incorporating the curriculum's ''key experiences ") 
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T;tle' Reading Comprehension Lev. 1 

CofTif.af y hou.),no'i Milfiin 
[\ite 19BB 
Pntv SI 74 00 
Ago 6 7 
Compuler Apple (64K) 
Conceptual A'ea lA 5 G y 
• f^eacJing comprehension skills 

Cofnrnenis CtulO use^ spacebar affOAkeyS anO 
RETURN '.9 page I'lrojgh a stor^ m which com 
prehension questions are asked through an Echo or 
Cnckei synihesizer ('pquired) Uses ciear female 
vo'ce To ass'S! reading child can select and 
listen to any word tn 'hp story Sixteen sionos 
ccrr.e on eight d'Sks Keeps records Gojddestgn 



Final Rating 82 * 

User Friendliness: 60* 

Educational Value 95* 

Instructional Design' 86* 




The line under "Contepiual Area ' conlains a short descript >n of the computer program's goals or 
objectives as stated by the producer. 

COMMENTS: An overview of tne program, v\hat the child does when using the program, its strengths and 
weaknesses, and any special equipment requirements. 

INTERPRETING THE RATINGS: The Early Childhood Software Evaluation Instrument rates each 
program with an ownilhton', which is th ^ mean of nine component scores, with three summary stores, 
which are means of selected tomponcnt stores, and with nine component scores. (Each of these elements is 
.'efmeus starting on the next page . ) The diagram below indicates how the three lev els of scoring are related. 



OVERALL SCORE 



Overall Rating 



SUMMARY SCORES 

User Friendliness < 
Educational Value < 
Instructional Design < 



COMPONENT SCORES 

Minimunn User Competency 
Menu Design 
Technical Features 

Content Presentation 
Content Strength 

Ease of Use 
Feedback 

Ennbedded Reinforcements 
CMI Tecnniques 



All scores are perccnts from I to 100 based or a program's performance on the evaluation instrument 
(Chapter 3). The scores arc displayed in numerical form an'' as a bar graph with a row of 1 to 10 stars The 
bar graph represents the score rounded U) the nearest 10%. (For example, 47^ *****.) The software was 
evaluated with the assistance of the children and teachers in the High/Scope demonstration classroom at the 
High/Scope Educational Research Foundation in Ypsilanti. Michigan. Scoring was done b> Warren 
Buckleitner 
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Title: Readsng Comprehensfon Lev 1 

Company Hoiiqhton Milf'tn 
Dd!e 1988 
Prico SI 74 00 
Age 6 7 
CompuJOf Appio (6'JK; 
Conccpiual Area LA 5 6 8 
• ReaUmg comprehension skills 

Commenis Child uses spacebar arfo/^kf-ys ancJ 
RETURN to page through a stofy m whicn co.r^ 
prehension qnpsjions are asked through an ho Of 
Cricket s/nthesizer (required) Ust s clear fcnjale 
voce To assist reading child ca-"- select and 
listen to any word in the slor^ oixieen stones 
conie on eight disks Keeps records Gooa design 



Fmaf Rating- 82* 

User Friendliness' 60* 

Educational Value. 95* 

Instructional Design. 86* 




311 



OVERALL SCORE 

OVERALL RATING: The mean score of all nine component scores. 

SUMMARY SCORES 

Selected component scores are combined into the following scores: 

USER FRIENDLINESS: The mean score of Minimum User Competencv , Menu Design, and Technical 
Features. 

EDUCATIONAL VALUE: The mean score of Content Presentation and Content Strength. 

INSTRUCTIONAL DESIGN: The mean score of Ease of Use. Feedback. Embedded Remforcements. and 
CMI techniques. 



ERLC 



COMPONENT SCORES 

MINIMUM USER COMPETENCY: A measure of the degree of computer skill a child needs to use the 
program independently A program that allows the user to enter information via picture menus and arrow 
keys is more suitable for a young child than is a program that requires typing words or using SHIFT kc>s. the 
CONTROL key, or the function ke>s. This scale covers onl> the parts of the program intended for the child's 
use It does not consider features designed for the teacher (e.g.. setting diffitulty^Ievels;. The higher the 
score, the easier it is for preschoolers and kindergartners to use the program. 

MENU DESIGN: A rating of the ease-of-u.se of the menu(s). A menu is a point in the program when choices 
are listed and a child selects one of them and enters this choice into the computer If the child can u.se and 
acce<-s a program menu, she or he can usually control the program without adult help. Using some menus, 
however, requires skills preschool children ma> not have, such as reading skill. The higher^he .score in this 
category, the easier the menu is for preschoolers or kindergartners to usc^ 

TECHNICAL FEATURES: A rating of technical leaturcs of the program. Does the program permit a child 
to experiment with all the keys without locking up?^' Can a teacher ea.sily u.se the program in a classroom 
situation where there is little lime to review the program instructions Does the program make oHcctivc u.se 
of the computer's capabilities? 

CONTENT PRESENTATION: A rating of how well content is presented, including whether the program 
maintains a level of challenge: whether a child control > the funclionnij' of the piogiani, whether the content is 
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Title* Reading CojTiprehension Lev 1 

Comp3fi> Hpuur'^OM Mttfi.n 
D<iK» 1988 
P'tc*' $17,100 
Aoe 6 / 
CuTip 'Pr App.r'<64K) 
Corn opt'jtii Area ! A 0 6 H 
■ Hc'dO'ng c Ofrtpf er^enstOM 

Cornrrefjts Ch-.U uses spac obdf tirrv*,'. U^^s and 

pfe^Cf5S on quest'onr aro as^ed uifo.-c;'i df< [ ( ^ )0f 
O.cKet syntr^esv^" i'»'^cju!fed> Uses C'ea^ *€»rnaie 
voce Totiss'b! ft?aont} ch la can se'of ' arvj 
listen to any AO'U n(tiesto'/ S'''i^e'i stof f**^ 
cofne on eignt Oisks Keeps feco^as {i(^od Oes yn 



Fjnal Rating- 82* 
User Friendliness* 60* 
Educational Value. 9? ' 
Instructional Design. C6 * 




SI 



free from gender, raciaK or ethnic bias, whether there arc demonstrations: whether the program is free from 
unnecessary stimulation: and whether the central outcome is educational. 

CONTENT STRENGTH: A ratmg of the accuracv and depth of the program's Ci)nceptual content. 

EASE OF USE: A rating of the program's ease of use b\ a first-time user. Higher scores mean easier 
first-lime use. 

FEEDBACK: A rating of the feedback techniques emplo>ed b\ the program. This measures such factors as 
correlation between the keystrokes and screen events, appropriateness of feedback for preschool and 
kindergarten children, and reinforcement of content by feedback. 

EMBEDDED REINFORCEiMENTS: A rating of how well graphics and ,ounds used for rewards 
complement and reinforce content. 

COMPUTER-MANAGED INSTRUCTION TECHNIQUES: A rating of the level of computer managed 
instruction (CMI) techniques employed b> the program. This score includes consideration ol whether the 
program changes levels as the child progresses and whether the program keeps ongoing records. This score is 
not counted if ( I) the program is completelv open-ended (e.g.. a drawing activitv ) or (2) the program permits 
the child or a'^nlt to set the diffculty level 
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SCAN OF SOFTWARE DESCRIPTIONS 



BACKGROUND INFORMATION: Some facts about the 286 prv)granis wc reviewed — 
Copyright dates range from 1982 to 1988. 
Prices range from $9,95 fo S650.00. 
$39.67 is the average price for a one-disk package 
61.1% is the average overall i iting. 
90% is the highest overali rating. 
22% is the lowest overall rating. 
7 1 companies produce early childhood software. 

45 programs are open-ended in nature or are used b> a child to create a product of some kind 

27 programs can "talk." 

28 programs can utilize a printer. 

4 programs can utilize a color printer. 

USER INTERFACE: This Survey contains 
65 programs that use the arrow keys 
44 programs that can work with a joystick 
2 1 programs that can work with a mouse 
1 0 programs that can work with a Touch Window 

4 programs that can work with a Koala Pad .: . •. ; , •. 



COMPUTER TYPES: Percent of reviewed software 
available for various brands of computers — 

250/286 87.4% 
108/286 



Apple 
C64 
IBM 
Atari 
TRS 
Amiga 
Macintosh 
Apple IIGS 



87/286 
37/286 
7/286 
7'286 
6/286 
4/286 



37 8% 
30.4% 
12.9% 
2 4% 
2.4% 
2. 1 % 
1 .4% 



LISTED PRICE 



OVERALL RATINGS 



; . J t i,. .\ 



i 




/ 



»^ r« t;e 



*st ^ ^ 
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SOFTWARE DESCRIPTIONS 



This chapter contains an alphabetical lislinu of sof tware 
descriptions. 



15 



SOFTWARE DESCRIPTIONS 



Title: ABsCenes Final Rating: 50*"" 

Comoanv Comnij-Teach I jcor FrisncJIirjcss: 60 ****** 

Date 1984 Educational Value: 61****" 

Price S39 95 Instructional Design: 38**** 

Age 3-6 
Computer Apple", IBM. Mac 
Conceptual Area LA'4 
■ Letter recognition skills 

Comnnents Three games (1 ) Pressing any 
letter results in music and p'cture 
(2) Shows picture and asks chilo to 
press letter (3) Shows picture 
asks chiid to type whole word 
No reading required 



Title: Adventures in Space 

Company Scandura Training Systems 
Date 1983 
Price S29 95 
Age 3-7 
Computer Apple 
Conceptual Area SP/4 
« Spatiai relationships 

Comments Ten activities offered m 
spatial concepts, e g . up and Jown, 
in and out, above and below 
Sample problem Where is the 
flower'? (A) around the swarm 
of bees, (B) in tne swarm, etc No 
random generation or branching 



Final Rating: 46 ' 

User Friendliness: 28' 

Educational Value: 56' 

Instructional Design: 56 ' 



Title: Adventures of Dobot, The 

Company Educational Activities 



Date 
Price 
Age 
Computer 
Conceptual Area 



1986 
$59 93 
3-7 

Apple*. IBM.C64 
SP/4CU'2SE/2 OT 1 



■ Problem solving, cntical thinking 

Comments Seven simple games in which child 
uses arrow keys to move robot to sort 
letters, arrange rods according to length 
match numerals, and praciice with the 
arrow keys Management tracks the progress 
of up to 50 children 



> ******** 



Final Rating: 70 
User Friendliness: 77' 
Educational Valuo: 87********* 
Instructional Design: 55 ****** 



LA = Language CP = Creative Projects OT - Other lopics Cl = Classification SP - Spatial 
Relations T! = Time NB ^ Number Sli = Seriation " ^ Version Rev lewctl NA ^ Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Adventures of Jimmy Jumper 

Company ECS 
Date 198b 
Price S29 95 
Age 2 5>5 
Compuier Apple 
Conceotuai Area LA 1 8 SP 4 
■ Prepositional concepts 

Comments A story program of 12 screens 
The story is told using an Echo I! 
voice synthesizer whiie the grapnics 
show the prepositional concepts Child 
uses a game paddle or spacebar to 
advance the story screen-by-screen 



Final Rating: 69******* 

User Friendliness: 61 ****** 

Educational Value: 84******** 

Instructional Design: 65******* 

Oac* t.^on * if* ih*r« 4»«« * f^i 
iiti]» rjbbii nJMd JiMM JuKPrr. 
Kwvrv Morn>ii9 Jim^ veuld hop 9Ut 
■ f bt4 ferlm* wrry huntr^. 




Title: Alice in Wonderland 



Company 
Date 
Pnce 
Age 

Computer 



HRM Software 

1985 

S49 00 

7-12 

Apple 



Conceptual Area LA '5,8 Tl 5 

« Remembenng a sequence of events 

Comments Modeled from the traditional 
story Child uses arrow keys and 
RETURN to select two-word commands 
to explore Wonderland How children 
proceed depends on the options they 
choose Requires reading Could oe used 
as languago experience with adult help 



Final Rating: 69 
User Friendliness: 67 
Educational Value: 70 
Instructional Design: 69 



******* 



******* 



** ***** 



******* 




Title: Alien Counter & Faceflash 

Company Milliken Publishing Co 
Date 1982 
Price S39 95 
Age 5-8 
Computer Apple* Atan 
Conceptual Area NB/3,4 
■ Numeral recognition counting 



Final Rating: 51 * 
User Friendliness: 49* 
Educational Value: 65 
Instructional Design: 44 



******* 



Comments Two games on one d'Sk 

Faceflash — child is shown from 

1 to 49 faces for 1 0 seconds and «s 

asked "How many'?' Child selects own 

difficulty level Alien Counter 

child matches numeral with objects 

Some reading required Discontinuea in 1986 



55 
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LA = I.ai uuagc CP = Creative Projects OT ^ Other Topics CL = Classification SP - .Spdiia! 
Relations 11 - Time NB = Number Sti ^ Seriation * = Version Reviewed NA ^ Not Applicahle 



SOFTWARE DESCRIPTIONS 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Aipha BliiiCi 

spinnaker Software Corp 

1984 

S9 95 

4-8 

AppleMBM C64 (cartridge) 
LA'4.5CL'2SP4 



■ Upper/lower-case alphabetical order 

Comments Child uses arrow keys or joystick to 
match letters to complete an alphabetical 
sequence or simple words Eight levels 
ranging from matching one letler to completing 
a word Somewhat confusing graphics 



Final Rating: 56 

User Friendliness: 64 ****** 

Educational Value: 49***"* 

Instructional Design: 54***** 



Title: 

Company 
Date 
Price 
, Age 
Computer 
Conceptual Area 



Alpha Teach 

Aquarius 

1982 

839 95 

3-6 

Apple 

LA.4 



■ Alphabet, initial consonants 

Comments Contains three activities 

(1 ) shows continuous alphabet with 

no interaction, (2) shows 

display for any letter chosen, 

and (3) child matches object shown 

with initial consonant in a model 

word Reading required Discontioueo im987 



Final Rating: 39' 

User Friendliness: 37' 

Educational Value: 48' 

Instructional Design: 37' 



Title: Alphabet Arcade, The 

Company PDI Softv^are 
Date 1983 
Price 324 95 
Age 5-9 
Computer Apple*. C64, Atari 
Conceptual Area LA''4 
■ Alphabetizing, dictionary skills 



Final Rating: 42**** 
User Friendliness: 48***** 
Educational Value: 52 ***** 
Instructional Design: 31 *** 



CommentJ^ Consists of three games in 
which child puts letters and short 
words m correct alphabetical order 
No branching No! recommended 



LA - Language CP = Creaiive Proiecis OT - Oihcrlopic^ CL ~ Classilicaiion SP - Spalial 
Relations Tl = Time 'III ^ Number SH = ScnaHon * ^ Version kcvtcvved NA - Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Alphabet Circus 

Company DLM 
Daie 1984 
Price $32 95 
Age 4-7 
Computer Apple*. IBM, C64 
Conceptual Area LA.'4 
■ Leiter recognition, alphabet order 

Comments Child presses any key to 
move a hat and spacebar to select 
one of SIX letter-recognition, 
alphabetical order, or keyboard- 
skill activities Good sound and 
graphics Best for age 5 Some 
reading 



Final Rating: 68**"*** 
User Friendliness: 54***** 
Educaiionai Vaiue: 89*"'*""* 
Instructional Design: 69 ******* 



Title: Alphabet Song and Count 

Company Edusoft 
Date 1983 
Pnce $29 95 
Age 3-7 
Computer Apple 
Conceptual Area LA/4 NB'3,4 
■ Alphabet order, counting skills 

Comments Two games Alphabet Song — 
computer plays the ^BC song as each 
letter of the alphabet is typed 
Count — a branched activity for 
numbers 1-57 Simple reading 
required (e g . "press spacebar ') 



Final Rating: 51 ***** 
User Friendliness: 35 **** 
Educational Value: 57***** 
Instructional Design: 58 ***** 



Title: Alphabet Sounds 

Company Data Command 
Date 1984 
Price IG^tSS 
Age 5-7 
Computer Apple 
Conceptual Area LA/6 
■ Letter sounds, initial consonants 

Comments. Three disks show eight pictures 
of each letter of the alphabet, one at a 
time For vowels, a child must choose long 
or short (L or S): for consonants, whether 
the sound comes at the beginning or end 
(1or2) Smile/frown reinforcements Low 
level of chtld-interacUon Not recomm.ended 



Final Rating: 29' 
User Friendliness: 35 ' 
Educational Value: 33 ' 
Instructional Design: 23 ' 
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LA = Language CP = Creative Projects OT = Other Topics CL = Classiiicatioii SP = Spviuxl 
^ Relations Tl = Time NB = Number SE - Seriation * = Version Reviewed NA = Not Applicable 
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SOFTWARE DESCRIPTIONS 



Titte: Alphabet Zoo 

Company Spinnaker Software Corp 
1983 
S29 95 
3-8 

AppleMBM.C64 ($20 95) 
LA/4,5 



Date 
Price 
Age 
Computer 
Conceptual Area 



Final Rating: 51 
User Friendliness: 56 ****' 
Educational Value: 52****^ 
Instructional Design: 48****' 



Letter recognition 



Comments Poor menu design makes 
maze game difficult to use Child 
uses joystick or ESDX keys to move a 
character through randomly generated 
mazes Must find each letter in 
sequence of a model word given above 
the maze 



Title: Alphabetization Sequence Final Rating: 67******* 

Company Milliken Publishing Co User Friendliness: 54***** 

Date 1980 Educational Value: 75******** 

Price S60 00 Instructional Design: 69******* 

Age 5-13 
Computer Apple 
Conceptual Area LAM CLy2 
■ Alphabetizing, letter discrimination 

Comments First of two-disk Language Arts 
Series for K-8 Contains 63 levels 
of alphabetizing drills, from letter 
discrimination (child presses Y if two 
letters are the same) to alphabetizing 
to the seventh letter Uses sophisticated 
password and record-keeping system 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Title: Alphabets 



D C Heath & Company 

1985 

$45 00 

4-7 

Apple 

LA/4,5 



Finai Rating: 54***** 
User Friendliness: 50***** 
Educational Value: 69 ****** 
Instructional Design: 49***** 



■ Letter recognition 

Comments. Consists of five letter and 
word activities in which child must 
type in letters for shown objects 
Model keyboard on screen shows key 
locatior> on screen for help Uses 
animated "robots" as reinforcement 
for correctly spelled words 
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LA = Language CP = Creative Projects uT = Other Topics CL = Classification SP Spatial 
Relations TI = Time NB - Number SE = Senation * - Version Reviewed NA - Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Alphaget 

Company Alphaphonics 
Date 1 982 
Price $50 00 
Age 5-6 
Computer Apple 
Conceptual Area LA/4,5 
■ Letter recognitiof! practice 

Comments' Presents simple maze 
context where child moves "Astro" 
(using arrow keys) to arrange letters 
or letter symbols in ABC order 
Upper/lower-case option available 
Effective for practice with 
alphabetical order 



Final Rating: 51 ***** 

User Friendliness: 47 

Educational Value: 63 

Instructional Design: 47 



Title: Animal Hotel 

Company Learning Technologies Inc 
1985 
$24 95 
4-8 
Apole 
OT/i 



Date 
Price 
Age 
Computer 
Conceptual Area 
■ Memory skills 



Comments A memory game that shows either 
three (easy level) or six (hard level) animals and 
then hides each behind a different door When 
shown a door, child selects animal behind thai 
door by pressing a number key Menu requires 
reading 



Final Rating: 45 

User Friendliness: 55****** 

Educational Value: 38**** 

Instructional Design: 40**"** 




Title: 

Company 
Date 
Pnce 
Age 

Computer 



Animal Photo Fun 

DLM 
^985 
$32 95 
4-8 
Apple 



I ******* 



Conceptual Area OT/1 
■ Animals and their habitats 

Comments Six games in which children 
match animals with their habitats 
Includes Animal Concentration and 
Animal Runn.my Child uses spacebar 
and RETURN to play with 36 animals 
from SIX habitats Good graphics 
sounds Coloi monitor recommended 



Final Rating: 70 
User Friendliness: 62****** 
Educational Value: 75******** 
Instructional Design: 73******* 



ERIC 



LA = Language CP = Great i\c Projects OT - Other Topics CL = Classification 
Relations Tl = Time NB = Number SE = Seriation * = Version Reviewed NA 



SP = Spatial 
Not Applicable 
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SOI i'WARE DESCRIPTIONS 



Title: Arithmatic 

Company Compu-Teach 
Date' 1983 
Price $39 95 
Age 5-7 
Computer Apple*, IBM, Mac 
Conceptual Area NB/3,4 
» Counting skmis 

Comments" Two activities (1) Child 
presses numeral key to see same 
number of objects appear and move 
off the screen (2) Child sees one 
to nine objects, counting correctly 
causes objects to leave screen one at 
a time No branching 



Final Rating: 60****** 

User Friendliness: 62****** 

Educational Value: 71 ******* 

instructional Design: 52 ••••• 



Title: 

Company 
Date. 
Price* 
Ace 
Computer 
Conceptual Area 



Arithmatic Critters 

MECC 
1986 
$55 00 
5-7 

Apple (64K) 
NB/3,6.7,9 



■ Counting, addition, and subtraction 

Comments: Four well-designed games 
adding groups of up to 9, subtracting up to 9 
from a group of up to 18, measuring lengths 
using a worm as units, and counting in 
groups of 10 Allows teacher modification 
Clear sounds and graphics aid the content 



Final Rating: 78*^***** 
User Friendliness: 64****** 
Educational Value: 98' 
Instructional Design: 77******** 



t ********** 
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Title: Astro'sABCs 

Compar^y Alphaphonics 
Date 1984 
Price $175 00 
Age 5-6 
Computer Apple 
Conceptual Area- LA/4,5 
■ Letter recognition skills 



Final Rating: 62****** 
User Friendliness: 63****** 
Educational Value: 75******* 
Instructional Design: 54 ***** 



Comments Consists of seven disks, each covei^'nv^ 
four letters Lessons follow fixed sequence, 
showing alphabet, word pictures, and the 
letter drawn on the screen Child then finds 
letter on keyboard and plays a game with the 
letter symbols Child cannot control sequence 
Offers effective practice with each letter 
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SOFTWASE DESCRIPflONS 



Title: Astro-Grover Final Rating: 41 **** 

Company CBS Software User Friendliness: 45****' 

Date 1384 Educational Value: 44**** 

Price $29 95 Instructional Design: 36**** 

Age 3-6 

Compuf^r Apple, C64* 

Conceptual Area NB/3,4 
■ Counting, adding, and subtracting 

Comments Consists of five games that 
provide practice counting, adding, 
and subtracting objects in an "c Jter 
space" context Lively graphics and 
sounds not related to content 
Includes keyboard overlay Apple version 
compatible with Muppet Learning Keys 



Title: Beginner Reader Final Rating: 39**** 

Company. Scandura Training Systems User Friendliness: 20** 

Date 1983 Educational Value: 29*** 

Price $24 95 Instructional Design: 50***** 

Age 5-7 
Computer' Apple 
Conceptual Area LA/7 
■ Rhymir.vj .ords 

Comments Three activities Drill 1 — 
a rhyming activity using a multiple 
choice format Drill 2 — child types 
Y or N if two words rhyme Drill 3 — 
child types in rhyming word Poorly 
designed program Not recommended 



Title: Beginning Counting 

Company Microcd. Inc 
Date. -J 987 
Price $39 95 
Age 3-6 
Computer, Amiga (512K) 
Conceptual Area NB/3,4. 8 
■ Counting from 1 to 9 



Final Rating: 43**** 
User Friendliness: 51 **** 
Educational Value: 53 **** 
Instructional Design: 32*** 



Comments Two disks dealing with numbers 1 -9 
Child uses the mouse to (1 ) count objects, 
(2) identify the names of numbers upon hearing 
names, and (3) arrange numbers in order Has 
several levels of difficulty Requires mastery 
of each level to go to the next Provides 
spoken feedback in a fairly clear man's voice 




LA = Language CP = Creative Projects OT = Other Topics CL = Classification SP = Spatial 
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SOFTWARE DESCRIPTIONS 



Title: Beginning Reading Skills 

Company MicroEd. !r.c 
Date 1986 

Age 3-6 
Computer Amiga (512K) 
Conceptual Area LA/5.6 
■ Beginning reading skills 



Final Rating: 57 
User Friendliness: 53 
Educational Value: 61 



iiiStiviuttOiiat L/ooitjii. Of 



Comments A four-disk series that presents (in a 
man's voice) a sentence, e g , "A man ran " 
Each word of the sentence also appears randomiy 
inone of nine boxes The child identifies .n 
order, each word in the sentence by clicking 
the mouse on the appropriate word box Contains 
100O words, as hard as "delve" and "gauze " 



Title: Best Electronic Word Book Ever 



Company 
Date 
Price 
Age 

Computer 
conceptual Area 



Mindscape 
1985 
$29 95 
5-up 

Apple*, C64 
LA/5CU2 OT/1 



■ Reading readiness skills 

Comments Using arrow keys or joystick, child 
moves worm dov/n a road that has objects, 
e g , a cow, a barn, scattered along the 
side Stepping at an object animates and 
labels It S'x scenes are available on two 
disks that contain both Apple and C64 formats 
Harder levels ask child to find a specified object 



Final Rating: 70 
User Friendliness: 68 
Educational Value: 75 
Instructional Design: 69 



******* 



******* 



******** 



******* 




Title: Big Bird's Funhouse 

Company CBS Software 
Date 1984 
Price $14 95 
Age 3-6 
Computer C64 
Conceptual Area OT/1 
■ Concentration and memory 

Comments Five levels of memory games 
that use eight muppet characters 
who move among the windows of a 
house Children can play hide-and- 
seek or other more advanced games 
Lots of graphics and music Uses 
keyboard overlay (included) NoCMI 



Final Rating: 49***** 
User Friendliness: 45***** 
Educational Value: 64****** 
Instructional Design: 43**** 
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SOFTWARE DESCRIPTIONS 



Title: Big Bird's Special Delivery 

Company CBS Software 

l^CXK^ I c/O-t 

Price $34 95 
Age 3-6 
Computer C64* (cartnage). IBM 
Conceptual Area CL/? 
■ Object recognition 



Final Rating: 
User Friendliness: 
EducationalVaiue: 34 
Instructional Design: 21 



31 
43 



Comments Consists of a multiple- 
choice format in which chi'd uses 
arrow keys to match one of four 
pictures according to iofvr 
(easiest), class, and function 
(hardest) Menu requires reading 
Discontinued in 1986 



Title 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area OT/1 NB/3 
■ Memory, recall of objects 



Bike Hike 

Learning Technologies, Inc 
1985 
$24 95 
4-8 

Apple*, C64 



Comments Child first watches objects 
pass a bicycle, then uses number keys to 
select objects from a list shown at the 
end of the ride Reading required Two 
difficulty levels available Inflexible 
design allows little child-control 



Final Rating: 41 
User Friendliness: 57 
Educational Value: 35 
Instructional Design: 32 
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Title: Bird's Eye View 

Company Hartley Courseware. Inc 
Date 1987 
Price- $49 95 
Age 5-8 
Computer Apple*. IBM 
Conceptual Area SP/3.4 LA/1 
■ Perspective and positional relationships 

Comments A scene is shown with a bird Views 
possibly seen by bird appear in a box Child 
uses spacebar to select which view bird sees, 
based on the bird's location Other activities 
allow moving the bird to correspond to a view 
shown. Management keeps records and allows 
teacher-control over the presentation 



Final Rating: 73*""" 
User Friendliness: 73****"* 
Educational Value: 98 """"" 
Instructional Design: 59 ****** 



front 
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SOFTWARE DESCRIPTIONS 



Title: Body Awareness 

Company Mindscape. Inc 
Date 1983 
PriCe $49 95 
Age 3-6 
Computer Apple 
Conceptual Area SP/5 LA^5 
■ Location jt body parts 

Comments Three games on body parts Chile selects 
Y. N. or ESCAPE for each problem Provides 
practice with body part locations, words for 
parts, and seasonal clothing Provides per- 
formance summary and allows selection for 
number of rounds, season, and timing of cursor 
movement No readi. g required 



Final Rating: 64****** 

User Friendliness: 82******** 

Educational Value: 65' 

instructional Design: 50' 



' ******* 



rrr\ ***** 



Title: Bouncy Bee Learns Letters 1.0 Final Rating: 72 

Company IBM Educational Systems User Friendliness: 42 

Date 1985 Educational Value: 97* 

Price $56 00 Instructional Design: 81 

Age 4-8 
Computer IBM 
Conceptual Area LAM 
■ Letter recognition 

Comments Four games Game 1 introduces a 
letter Games 2-4 provide practice with 
the letter in a game context using the 
spacebar and arrows Management can track 
up to 225 children and automatically 
adjusts difficulty Independent of "Writing 
to Read " Voice attachment optional 



******* 
**** 

********* 
******** 



Title: Bouncy Bee Learns Words 1 .0 

Conipany IBM Educational Systems 
Date 1985 
Price $56 00 
Age 5-10 
Computer. IBM 
Conceptual Area LA/5 
■ Word knowledge 

Comments Four activities using common words in 
game context Child uses arrow keys and spacebar 
to match words with pictures, pick a word from 
one or more distractors. or identify a word 
as It IS formed by marching ants Management 
system can track 1 50 children Menu requires 
reading Voice synthesizer is optional 



LA == Language CP = Creative I^rojects OT - Other Topics CL = Classification SP ^ Spatial 
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Final Rating: 62**"" 

User Friendliness: 44**** 

Educational Value: 87 

Instructional Design: 61 ****" 



SOFTWARE DESCRIPTIONS 



1 itle: Bremen Town Musicians 



Company 
Date 
Price 
Age 

Computer 



Troll Associates 

1987 

$39 95 

Apple 



Conceptual Area LA/5.7 SP-4 

■ Homonyms, context clues, comprehension 

Comments Three games Rebus child places 
pictures on blank lines in text of story 
to complete the tale Stepping Stones — 
child moves along a path, selectifig homonyms 
to earn moves, e g . "Bremen was weigh/way 
off " Mystciy — child solves rebus puzzle 
Best for ages 6 and up Includes book 



Final Rating: 45**"* 
User Friendliness: 53 ''**** 
Educational Value: 54 ***** 
Instructional Design: 35 **** 
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Title: 

C )mpany 
Date 
Price 
Age 
Computer 
Conceptual Area 
« Creating a book 



Build a Book About You 

Scarborough 
1985 
$39 95 
2-12 
Apple 
LA/5.9 CP'4 



Final Rating: 68 
User Friendliness: 44 
Educational Value: 89 
Instructional Design: 76 



******* 



********* 



******** 



Comments With adult help, child enters personal 
information (e g , name hometown, favorite 
toy), which the computer incorporates into one 
of four available stories Text can then be 
printed onto blank picture-book pages and 
made into a book Includes two large hardcover 
book kits Best for home use 



Title: Bumble Games 

Company The Learning Company 
Date 1982 

Price S59 95 (school eoition) 
Age 5-10 
Computer Apple 
Conceptual Area NB/1 
■ Plotting (x,y) points on a gr'd 

Comments Five games from easy to hard provide 
practice for plotting points on grid Whether 
or not content is applicable to early childhood 
IS at issue Menu requires reading School 
eoition '.ncludes curnculum materials 



Final Rating: 49' 
User Friendliness: 55 
Educational Value: 50 
Instructional Design: 51 
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SOFTWARE DESCRIPTIONS 



Title: Castle Clobber 

Company Mindscape, Inc 
Daie 1 985 
Price $29 95 
Age 5-9 
Computer Apple. IBM*. C64, Atari 
Conceptual Area CL/1.2SP^4.6,7,8 0T'1 
■ Logical thinking skills 

Connments Child uses joystick or arrow keys to 
move "Tonk" through a 50-room kingdom to collect 
objects, play one of five memory or classification 
gpmes. and try to find a hidden toy chest Three 
levels are available Simple reading required 
Children enjoy exploring the rocnns 



Final Rating: 56 
User Friendliness: 61 
Educational value: 73 
Instructional Design: 37 



m 
■ii 

° ° THE KEY5 



Title: 

Company 
Date 
Price 
Age 

Computer 



Cat 'n Mouse 

MindPlay 
1984 
$39 99 
5-12 

Apple*. IBM 



Conceptual Area LA/6 
■ Relational concepts 

Connments A maze game in which child earns 
points by moving a mouse (with joystick 
mouse, or arrow keys) away from a 
hungry cat and correctly matching 
hOTionynns. antonyms, and picture 
words Adult can add own words or 
change other features of the program 



I ******* 



Final Rating: 65** 

User Friendliness: 74' 

Educational Value: 55 ****** 

Instructional Design: 63 ****** 



Title: Charlie Brown's 1-2-3's 

Company Random House Software 
Date 1985 
Price $30 00 
Age 3-7 
Computer Appie 
Conceptual Area NB/3.4.8 
■ Numeral recognition, counting 

Connments Child selects a numeral and 
then uses spacebar or number keys to 
count out the number Correct response 
makes 1 of 1 6 animated Peanuts scenes 
appear Good sound and graphics 
Enjoyable program 



Final Rating: 67******* 

User Friendliness: 60****** 

Educational Value: 78 ******** 

Instructional Design: 69******* 
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SOFTWARE DESCRIPTIONS 



Title: Charlie Brown's ABC^s 

Company Random House Software 
Date 1984 



Price 



3-8 



Age 

Computer Apple*. C64, IBM 
Conceptual Area LA/4 
■ Letter recognition & association 

Comments Child presses any letter to see 
tutcial screen on the letter (letter 
and picture) Finding and pressing ihe 
letter again on the keyboard animates the 
picture with Peanuts Gang characters Disk 
must be turned over to access entire alphabet 
Fun to use Potential starter program 



Final Rating: 64**"" 
User Friendliness: 47"*** 
Educational Value: 70******* 
Instructional Design: 71******* 




Comments A simple drill-and-practice 
program on nine colors When a color 
fills the screen, child presses corre- 
spondingly colored sticker on the key- 
board (Stickers included ) Responses are 
recorded Echo II speech attachment optional 
to say "press a color " 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
« Matching colors 



Color Find 

ECS 
1985 
$14 95 
2 5-5 
Apple 
CL/2 



, ******* 



' ******** 



Final Rating: 69 
User Friendliness: 77 
Educational Value: 69 ******* 
Instructional Design: 63****** 



Title: Color Me 

Company Mindscape Inc 
Date 1986 
Pnce 839 95 
Age 3-10 
Computer AppleMBM. C64 ($34 95) 
Conceptual Area CP/1 4 LA/3 
■ Drawing, creating 

Comments Easy-to-use program Our youngest 

children could use this program with 

success Requires Koala Pad, mouse, or 

joystick Child can draw, select colors. 

or write Pictures can be printed in 

color and saved Includes book, puppet, and 

picture disk 



Final Rating: 89********* 
User Friendliness: 88********* 
Educational Value: 91 
Instructional Design: 87 



********* 



' ********* 
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SOFTWARE DESCRIPTIONS 



Title: Colors and Shapes 



> ****>*** 



Company 
Date 
Price 
Age 

Computer 



Hartley ! 
198^ 

S35 95 

3-6 

Apple 



/Ourseware, Inc 



Conceptual Area CUl SE;1 
■ Color ID, visual discrimination 

Comments Consists of four activities 
based on matching of shapes and 
colors Makes use of picture menus 
Options for speed, sound, and three 
levels of difficulty for each 
activity, selected by child Well- 
designed program 



Final Rating: 76' 

User Friendliness: 84' 

Educational Value: qq ********* 

Instructional Design: 59"*"* 



1 



1 



Title: Come Play With Pockets 

Company World Book, Inc 
1984 
$39 95 
3-5 
IBM 

CL71,3SP/1 
tracking skills 



Date 
Price 
Age 
Computer 
Conceptual Area 
■ Visual memory, 



Final Rating: 66""" 
User Friendliness: 67""" 
Educational Value: 92 
Instructional Design: 51 



**«****«* 



Comments Six games in which child 
uses spacebar and RETURN to move 
blocks, remember a sequence or set. 
play Simon Says, or find a bucket 
ab^^lllanded in No CM! Good 
graphics and sounder Effective menu 
Gives child control 



Title: Comparison Kitchen 

Company DLM 
Date 1985 
Price $32 95 
Age 4-8 
Computer Apple*, IBM 
Conceptual Area CL/1 ,2 SP/8 NB/1 
■ Compare and categorize pictures 

Comments Six games provide experience 
matching shapes, colors, and sizes 
Child uses spacebar and RETURN to 
make selections Menu requires 
reading Color monitor recommended 



Final Rating: 72 
User Friendliness: 62""" 
Educational Value: 89""""* 
Instructional Design: 70**""* 




^ r 
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SOFTWARE DESCRIPTIONS 



Title: Conservation and Counting 

Company Hartiey Courseware inc 



Price 
Age 
Computer 
Conceptual Area 
■ Counting skills 



S35 95 
3-6 
Apple 
NB/1 234 



Comments Four games in which child uses 
spacebar and RETURN to match sets of 
objects, to match numbers with sets, and 
to estimate quantities, all with numbers 
less than 1 0 Three levels to each game 
Child can select own level or activity, using 
picture menus Limited teacher options 



Final Rating: 71 

User Friendliness: 78 

Ediicatlcna! Value: 81 

Instructional Design: 56^ 



******* 



******** 



******** 



Title: Copycats: ABC for Micro & Me! 

Company Educational Activities 
1984 
$39 95 
3-7 

Apple*, C64 
LA/4 



Date 
Pnce 
Age 
Computer 
Conceptual Area 



Final Rating: 48^ 
User Friendliness: 39' 
Educational Value: 56' 
Instructional Design: 50' 



Matching, alphabet order 



Comments Two activities on one disk 
Copycats — child matches three to 
five random or teacher-picked words 
by typing the letters and pressing 
RETURN ABC — four activities to teach 
alphabet order Reading required 



Title: Cotton Tales 



I ******** 



Company 
Date 
Pnce 
Age 

Computer 



MindPlav 
1987 
$39 95 
4-8 
Apple 



Conceptual Area LA/3.4.5,8.9 CP/4 

■ Word processing, language development 

Comments Child uses spacebar, arrow keys 
RETURN and hbCAPt: to manipulate menus to 
select pictures, select words, or type in own 
words to create stones Work can be printed 
Library contains 192 pictures and 616 words 
Up to 168 additional words can be added 
Can be used with a color printer 



I ***«'****«' 



Final Rating: 82' 
User Friendliness: 69 
Educational Value: 88 
Instructional Design: 89 ' 
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SOFTWARE DESCRIPTIONS 



Title: Counters 

Company Sunburst Communications Inc 
Date 1983 
Pnce $65 00 
Age 3-6 
Computer Apple 
Conceptual Area NB/2 3.4 
■ Counting expenences 



Final Rating: 69 
User Friendliness: 47 
Educational Value: 87 
Instructional Design: 77 



********* 



******** 



Comments Consists of three counting 
addition, and subtraction activities, 
all with numbers less than 1 0 Child 
matches sets of objects one at a time 
using the space-bar or all at once 
using a number key Strong content 
Adult help required 



4 



^^ri 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Counting 

MECC 
1983 
$35 00 
3-7 
C64 

NB/3 4.7CL 1 



Final Rating: 60****** 

User Friendliness: 60****^* 

Educational Value: 69******* 

Instructional Design: 54 ***** 



Primary arithmetic skills 



Comments Child uses keyboard in six math games 
Smile — counting from 1 to 9 Wuzzle — counting 
certain objects in a set Fireworks — illustrated 
addition problems Smile More — counting from 
1 0 to 20 Return of the Wuzzle — counting objects 
selected from a larger set More Fireworks — 
addition drill with sums between 10 and 20 



Title: Counting 

Company MicroEd. Inc 

Date ;984 

Pnce $10 95 

Age 5-8 

Computer Apple*, C64 

Conceptual Area NB/3 

■ Counting ski'ls basic facts 

Comments Provides counting, addition 
and subtraction practice Graphics 
are clearly and simply presented 



Final Rating: 53***** 
User Friendliness: 43**** 
Educational Value: 68******* 
Instructional Design: 53 ***** 
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SOFTWARE DESCRIPTIONS 



Title: Counting Critters 



Company 
Date 
Price 
Age 

Computer 



Mindscape, Inc 

1987 

$39 95 

4-7 

Apple 



Final Rating: 62 
User Friendliness: 53 
Educational Value: 72 
Instructional Design: 62 



Conceptual Area NB/3'4/7 

■ Counting, addition, and subtraction 

Connments "^hree activities Child uses number 
keys to couni, add, or subtract v^/ith the help 
of animated animal pictures, with sums all 
less than 1 2 Keeps scores for up to 20 
children 



******* 



Title: Counting Critters 1.0 

Company MECC 

Date 1985 

Price $55 00 

Age 3-6 

Computer Apple (64K) 

Conceptual Area NB/3.4,7,8 CL^2 
■ Counting and early math concepts 

Comments Five games on one disk Child 
uses arrow keys and number keys to match 
numerals from 1 -20, match sets with num- 
erals, crea'e a set corresponding to a 
given numeral, and use numerical order to 
fill in a dot-to-dot design Clear g-'aphics and 
sounds support content Allows teacher modification 



Final Rating: 81 
User Friendliness: 68 
Educational Value: 99 
Instructional Design: 81 
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Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
n Counting skills 



Counting Skills 

Aquarius People Materials 

1984 

$260 00 

3-6 

AppleMRS 80 
NB/2,3,4 



Comments Contains nine disks covering 
arangeof counting skills Child 
needs only to press the spacebar to 
advance to next frame Lstlle 
interaction Poor design 



Final Rating: 40 

User Friendliness: 73 

Educational Value: 49* 

Instructional Design: 18* 



******* 
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SOFTWARE DESCRIPTIONS 



Title: Country Combo 

Company Micro Power & Light 
Date 1982 
Price S29 95 
Age 3-6 
Computer Apple 
Conceptual Area CL/13CP'4 
■ Creative experience 

Comments Offers a 25-square grid in 
which child can place one of 37 
pieces by (1) selecting the piece 
and (2) typing the numeral of the 
location on the grid Game too 
hard for young children Reading 
required Clumsy design 



Final Rating: 26*** 

User Friendliness: 25 *** 

Educational Value: 23 

Instructional Design: 24 ** 



Title: Creature Creator 

Company Designware Inc 
Date 1983 
Price S9 95 
Age 4-8 
Computer Apple*. IBM 
Conceptual Area TI/6 LA/1 0 
■ Pattern matching, programming 

Comments Child chooses parts of monster and 
makes it dance, or matches the movennents of 
another monster Child uses spacebar and 
RETURN to select monster s parts Monster s 
movements can be programmed Some reading 
required Simihar in design to "Pacemaker ' 
Wii! no^ run on the Apple IIGS 



Final Rating: 62****** 
User Friendliness: 45 ***** 
Educational Value: 78 ******** 
Instructional Design: 66 ******* 
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Title: 

company 
Hate 
Price 
Age 
Computer 
Conceptual Area 
■ Basic math facts 



Critter Count 

Aqi ariUo 

1982 

$39 00 

3-6 

Apple 

NB/9 



Final Rating: 34 
User Friendliness: 39 
Educational Value: 34 
instructional Design: 28 



Comments Offers a range of add'^ion 
and subtraction problems in two 
contexts one that graphically shows 
the addends, and one that provides 
math drill Pacing is rigid Ch.id 
has little control Not recommended 
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SOFTWARE DESCRIPTIONS 



Title: Delta Drawing 



Company Spinnaker Software Corp 
Date 1983 
S49 95 
4-up 

Apple, IBM' C64' 
$P/4CP/1,3,4 



Price 
Age 
Computer 
Conceptual Area 



Final Rating: 78* 

User Friendliness: 64****** 

Educational Value: 62****** 

Instructional Design: 91 



*>«******* 



« Drawing, programmif^g concepts 

Comments Offei s a creative context 
in which Single oommands create 
pictures, e g . 0 to draw. R to turn 
right As picture IS drawn, each 
command is stored as program, which 
can be edited Pictures can be printed, 
ed'ted S'nnilar to LOGO computer lannnagf^ 



Title: 

Company 
Date 
Price 
Age 

Computer 
Conceptual Area 



Developing Language Skills 

Intellectual Software 

1983 

$349 95 

3-6 

Apple 

LA/5 



■ Vocabjiary words 

Comments A series of 12 disks and books, 

each presenting 32 words or pnrases f- om 

common topics, e g . toys, food Using 

arrow keys and RETURN, child chooses 

picture to match a word or chooses word 

to match a picture Dry presentation Score (%) 

kept for each child Available ir^ Spanish (S795 00) 



Final Rating: 42**** 

User Friendliness: 55****** 

Educational Value: 33*** 

Instructional Design: 35 **** 



Title: Dinosaurs 

Company Advanced Ideas, Inc 
Date 1984 
Price $39 95 
Age 2 5-5 
Computer Apple*, IBM, C64 ($34 95) 
Conceptual Area CL/1 ,2 
■ Reading, math, and memory skills 

Comments Five games about six dinosaur 
breeds matching an outline to its twin, 
classifying dinosaurs by what they ate, 
where they lived, and recognizing their 
written names Uses a picture menu 
Includes stickers and coloring book 



Final Rating: 65 
User Friendliness: 77 
Educational Value: 72 
Instructional Design: 51 * 



******* 
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SOFTWARE DESCRIPTIONS 



Title: Diskovery Adding Machine 

Company Intellectual Software 

P»^*^ ^r\Q^ 

Pnce $39 95 
Age 4-8 
Computer Apple 
Conceptual Area NB/ 1 ,3 7,9 
« Counting, addition skills 

Comments Three games Counting- 
child counts and combines two sets Number 
Matching — child counts two uneven sets to 
determine the greater Adding Facts — 
child practices addition problems Some 
reading required Management prints and 
records child's performance 



Final Rating: 69*****"* 
User Friendliness: 54***** 
Educational Value: 80""'"'*'"' 
Instructional Design: 74' 



******* 



Title: Diskovery Take Away Zoo 

Company Intellectual Software 
Date 1984 
Price $39 95 
• Age 4-8 
Computer Apple 
Conceptual Area NB/3,4.9 
« Counting, subtraction practice 



) ******* 



Final Rating: 08' 

User Friendliness: 52***** 

Educational Value: 82******** 

Instructional Design: 73******* 



Comments Three games on one disi< Child 
uses arrow keys to remove animals from 
sets, illustrating subtraction problems 
Progresses to traditional subtraction 
drill, using numbers up to 9 Management 
prints and records child's performance 



Title: 

Company 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Dr. Peet's Talk/Writer 

Hartley Courseware. !nc 

1986 

$69 95 

3-7 

Apple 

LA;3.4,5.6 7 9CL2CP4 



■ Language exploration and skills 

Comments Consists of two disks Disk 1 includes 
the ABC song, finding and matchinQ letters, and 
creating and listening to words Disk 2 is an 
easy-to-use talking word processor that says 
whatever is typed, in robotic voice Uses large 
letters Echo or Cricket speech synthesizer re- 
quired Stones can be saved and printed 



Final Rating: 79 
User 'rriendliness: 58 
Educational Value: 98 
Instructional Design: 88 



fly dog likes to 
play ui t*. Mie. I 
u t I i throu a stick 
or a ball and she 
w i M get it. B 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 

Compute! 



Dr. Seuss Fix-Up 

CBS Software 
1985 
S29 95 
4-10 

Apple. C64* 



Puzzler Final Rating: 70 

User Friendliness: 51 
Educational Value: 83 
Instructional Design: 79 



Conceptual Area SP I 
■ Problem solving 

Comments A puzzle program featuring 
sixDr Seuss characters Each 
puzzle IS randomly designed with 
five difficulties to choose from 
More advanced levels use smaller 
and/or inverted pieces Compatible with 
Muppet Learning Keys Available on disk 



******* 



******** 



*-^-^***** 




Title: 

Company 
Date 
Price 
Age 

Computer 



Ducks Ahoy 

CBS Software 
1984 
S34 95 
3-6 

064 ^partridge) 



I ******* 



Final Rating: 54^ 

User Friendliness: 70' 

Educational Value: 56****** 

Instructional Design: 43 **** 



Conceptual Area TI/3,5 
■ Logical reasoning ..kills 

Comments A game in which children move 

a boai through canals tc pick ud 

ducks Timing and selection of the 

best route to avoid a moving 

obstacle are required to collect all 

the ducks Entertaining mus'c and graphics 

Joystick ""equired Discontinued in 1986 



Title: Early Childhood Lea 

Company Educational Activities 
Date 1983 
Price $159 00 
Age 3-7 
Compute Apple', C64 
Conceptual Area JP3 SP 1 Tl 3 
« Conceptual skill development 

Commenis Asc-esof fivedisks all of 
which use one-key commands (eg F - 
forward) to move objects Based on 
LOGO concepts Gives open-ended 
context for exploration in direc- 
tionality, planning, sequencing etc 
Animat'ori is slow, limiting child's control 



ing Program Final Rating: 53***** 

User Friendliness: 3^**** 
Educational Value: 56****** 
Instructional Design: 67******* 
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SOFTWARE DESCRIPTIONS 



Title: Early Elementary I 



Company 
Date 
Price 
Age 

Computer 



CompU'Tations 
1982 
$34 95 
4-7 

Appie\ Atari. IBM 



Conceptual Area CLM NB/4 
■ Counting and matching 

Comments Presents four activities 
Count Shapes, Color Match, Number 
DnII, and Shape Match Contains 
management file and password system 
Uses blocky graphics Presentation 
can trap child in routines 
Not recommended 



Final Rating: 27*** 
User Friendliness: 26*** 
Educational Value: 23** 
Instructional Design: 40 **** 



Title: 

Company 
Date 
Price 
Age 

Computer 



Early Elementary 11 

Compu-Tations 

1981 

$34 95 

5-7 

Apple 



Conceptual Area LAM SP/4 NB/4,8 
■ Letter recognition, counting 

Comments Contains four games Upper/ 
Lower-case Match. Alphabet Line, 
Inside Out. Numbe'' Line Includes 
management file No branching 
Possible to break the program 
Graphics are unclear and sounds are 
distracting Not recommended 



Final Rating: 28*** 
User Friendliness: 28*** 
Educational Value: 23 ** 
Instructional Design: 30*** 



Title: Early Games 

Company Springboard 
Date 1984 
Price $31 95 
Age 2-6 
Computer Apple*, IBM, C64, Atar' 
Coiicepiuai Area CP/1 LA/4CU1 NB/3,8 
■ Countinc;, letters, and drawing 

Comments Contains nine separate games 
that are strong in content Poorly 
designed menu is easy to use but 
confusing to children Successfulin 
providing a variety of activities 
Dravying activity pictures can be 
saved on disk 



Final Rating: 60****** 

User Friendliness: 44**** 

Educational Value: 72 * ***** 

Instructional Design: 74******* 




CfiH YOU M^TCH this NUMBtR' 
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SOFTWARE DESCRIPTIONS 



Title: E^r\y Learning Friends 

Company Spinnaker Software Corp 

Date 1985 

Pnce $9 95 

Age 4-7 

Computer C64 

Conceptual Area TI/1.3 CLM ,2,5 

• Shapes, colors, sizes, ana timing 

Comments Child uses joystick in three games 
Alf — an enjoyable maze-like game in which child 
moves AH through cavos, avoiding "Wufflegumps 
Shape Shop — child makes toy's missing part, 
considering the color and shape of the needed 
part Coney Island — child moves a penguin 
lO match the attributes of an ice-cream cone 



Final Rating: 71 ******* 

User Friendliness: 69******* 

CHii^ptlon;^! X/oliiO* QQ ********* 

Instructional Design: 60****** 



Title: 

Company 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Early Math 

MicroEd, Inc 
1987 
$49 95 
3-6 

Amiga (51 2K) 
'NB/3 



Fir.al Rating: 43** 
User Friendliness: 43** 
Educational Value: 69** 
Instructional Design: 41 ** 



Counting, numerical order, bas.c skiiis 



Comments Four programs on one disk child 
counts from 1-31 objects and enters the 
number, completes a three-number sequence, 
finds the sum of two groups of 0-9 objects, 
or subtracts with sets of 0-9 objects Blocky 
graphics Provides feedback wit" a male voice 



Title: Esrly Skills 

Company Hartley Courseware, Inc 

Date 1986 

Price $39 95 

Age 5-7 

Computer Apple 

Conceptual Area CL/2 SEM 
■ Shaoe and word discrimination 



Final Rating: 61 ****** 
User Friendliness: 49 **** 
Educational Value: 83 ******** 
Instructional Design: 58 ****** 



Comments Child uses spacebar to match 
objects, colors, or words in this 
Simple, two-disk, matching program 
Design permits control over many 
aspects of the content and mc'udes 
record keeping and automatic progress 
report Menu requires reading 
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SOFTWARE DESCRIPTIONS 



Title: Easy as ABC 

Company Springboard 
Date 1984 
Pfice $39 95 
Age 3-6 
Computer Apple*, Mac. IBM C64 
Conceptual Area LA/4.5 
■ Letter recognition, alphabet ordei 

Comments Provides five games Match 
Letters. Dot-to-Dot. Leapfrog. 
Lunar Letters, and Honey Hunt 
Spacebar, JKIM keys, arrow keys, and 
joystick make the program easy lo 
use Can be used with upper- and lower- 
case letters Reading not required 



Final Rating: 82**** 
User Friendliness: 84 
Educational Value: 90 
Instructional Design: 70 



******** 



********* 



******* 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Electronic Crayon Series 

Polarware/Penguin Software 

1986 

S14 95 

3-13 

Apple* (128K) IBM,C64 
LA/4 CP/4 



■ Computer coloring 

Comments A computer coloring program with 
30 blank pictures per disk Child moves 
cursor with mouse joystick, or arrow keys 
to fill in sections o picture with one 
of 16 available colors Prints in color 
Mouse and color monitor recommended Very 
easy to use Prints a calendar with the picture 



Final Rating: 74 
User Friendliness: 83 
Educational Value: 67 
Instructional Design: 70 



******* 



******** 



******* 



******* 




Title: Ernie's Big Splash 

Company CBS Software 
Date 1985 
Price $14 95 
Age 4-6 
Computer C64 
Conceptual Area SP/4.7 
■ Planning, predicting, problem solving 

Comments Using function f- :)ys, child builds 
path that transports Rubber Duck.e from 
his soap dish to Ernie s bathtub The 
path IS made by choosing squares that will 
move Duckie to Ernie Three levels 
Program takes three minutes to load from 
disk Limited content 



Final Rating: 59 
User Friendliness: 51 
Educational Value: 63 
instructional Design: 60 



****** 
***** 
****** 
****** 
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SOFTWARE DESCRIPTIONS 



Title: Ernie's Magic Shapes 

Company CBS Software 
Date 1984 
Price Si 9 95 
Age. 3-6 
Computer C64*. Atari. IBM 
Conceptual Area CLyi.2 
■ Visual discrimination practice 

Comments In all of the six shape- and 
color-matching games, child uses 
two arrow keys to decide if a shape 
or color matches one shown Features 
Ernie, who nods feedback and brings 
new shapes Provides little interaction 
or variety Cole monitor required 



Final Rating: 45***** 
User Friendliness: 43**** 
Educational Value: 61 ****** 
instructional Design: 37 •••• 



Title: Estimation 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Lawrence Hall of Science 

1984 

$34 95 

4-6 

Apple 

TI/1.3.4 NB/5.6 



******* 



« Est of length, area, & time units 

Comments Offers three activities with 
estimation skills Choo-Choo— child 
guesses when a tram is over an 
arrow by pressing spacebar Junk 
Jar — child estimates area Bugs — 
presents units of "bugs" for child to estimate 
a line's length Simple reading required 



Final Rating: 64****** 

User Friendliness: 57****** 

Educational Value: 87 ** 

Instructional Design: 58 ****** 



>TOF THE TP RIM 
ri'«EP THE t 



,s iiP r 



' CHftHGE PULES 



Title: Expl. Your World: The Weather 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Grolier Electronic Publishing 

1985 

S24 95 

4-7 

Apple*. C64 
LA/5SP/2,4 5 



« Body parts, weather words 

Comments Two activities on one disk (•) 

An open activity Child uses joystick or 

arrow keys to pick a weather picture 

(e g , sun, ram) and moves it to a 

scene (2) Child dresses man or woman 

figure by selecting clothes and moving them 

to *he appropriate body part Menu requires reading 



Final Rating: 51***** 

User Friendliness: 46***** 

Educational Value: 75 ******** 

Instructional Design: 43 **** 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 

Cufuputer 



Exploratory Play 

PEAL Software 
1985 
$150 00 
1 5-3 

Apple (64K) 



Conceptual Area LAM ,5 SP/7 
■ Early language acquisition 

Comments Provides two overlays for the Muppet 
Learning Keys (required) Child first plays 
with real toys, then p. esses their pictures 
on the overlay to hear the associated words 
in a robotic voice (Toy kit purchased sepa- 
rately for $54 ) Requires Echo or Cricket syn- 
thesizer Covers 24 words Adult setup required 



Final Rating: 71 

User Friendliness: 62* 

Educational Value: 69 

Instructional Design: 84 



******* 



******* 



******** 




Title: 

Company 
Date 
Price 
Age 
Compute"- 
Conceptual Area 



Explore-a-Story: A Great Leap 

DC Heath & Company 
'1988 
$75 00 
5-10 

Apple (128K) 

LA/1 .2.3.5.8.9 SP/4. 7 CP/1 4 



■ Language experience 

Comments Children use mouse, Koala Pad. joystick, 
or arrow keys to select and move objects, words, 
or characters in a story Children can also 
type their own v^ords Stories can be saved and 
printed in color Package includes four story- 
books Colorful graphics, good chi'c^ -control 
Mouse recommended 



Final Rating: 90 
User Friendliness: 85 
Educational Value: 91 
Instructional Design: 86 



********* 



********* 



********* 



******^** 




Title: Extrateletactograph, The 

Company DIL International 
Date 1986 
Price $69 95 
Age 4-12 
Computer Apple II -f or He (not lie) 
Conceptual Area CP/ 1 ,4 LA/3 
■ Drawingandwnting stories 

Comments A drawing and writing program Child 
touches graphic tablet with overlay (requires 
Wonderworker) to draw or to change colors 
Text can be added to the picture Work 
can be saved and printed Includes 
supplementary materials 



Final Rating: 73 

User Friendliness: 67 

Educanonal Value: 80 

Instructional DeJgn: 72 



******* 



******* 



******** 
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SOFTWARE DESCRIPTIONS 



Title: EZLogo 

Company MECC 
Dale 1985 
Price S55 00 
Age 4-8 
Computer Apple (64K) 
Conceptual Area CP/1 ,3 SP/4, 1 .7.8 NBM .3,5 
» Problem solving, directionality 

Comments Two levels on one disk In level 1 , 
child can draw using one-letter commands (e g . 
F = Forward) 17 commands available In level 2, 
child can create simple procedures and 
incorporate them into pictures Five colors 
available Work can be saved and printed Manual 
includes many ideas and two keyboard sticker sets 



Final Rating: 74***** 
User Friendliness: 45*****^ 
Educationai vaiue: 94 ***** 
Instructional Design: 89 



********* 



r 



EZ Logo 



1 EZ L090 1 

2 EZ L090 2 

Options 

3 Central Inrom^iion 

4 Printer Support 

5 End 

Uhtch nunbir? X 
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Title: Facemaker 

Company Spinnaker Software Corp 
Date 1982 
Price $29 95 
Age 3-8 
Computer Apple, IBM*, C64. Atan 
Conceptual Area CP/2,3.4 TI/6 
■ Pattern matching, creative activity 



Final Rating: 54* 
User Friendliness: 41 * 
Educational Value: S'* " 
Instructional Design: 63* 



Comments Children use spacebar and RETURN 
to select elements of a face eyes, ears 
nose, mouth, hair The face can then be 
made to wink, cry. etc , and a sequence 
activity can be done (like Simon Says) 
Simple reading required Discontinued in 
1986 SeeFacemaker Golden Edition 



Title: Facemaker Golden Edition 

Company Spinnaker Software Corp 
Date 1986 
Price $39 95 
Age 3-8 
Computer Apple*, Amiga ($49 95) 
Concep^jal Area SP/5 CP/3.4 LA/4.9 0T'1 
■ Creativity, memory, and concentration 

Comments Child uses spacebar to select 
features for a face (eyes, ears, nose, 
mouth, hair) as well as a body, hats, or 
glasses Face can then be programmed to 
move or be used in a memory game It can 
then be printed along with up to V'^ page 
of text Difficult for 3-year-olds to operate 



■ ******* 



Final Rating: 61 ****** 
User Friendliness: 43**** 
Educational Value: 77******** 
Instructional Design: 66' 



^ MOUTH 
^ BODY 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Fantastic Animals 

Firebird Licensees Inc 

1985 

$9 99 

4^9 

AppleMBM C64(S7 99) 
SP/1. 5CL2 



■ Part/whole relationships 

Comments Three games use parts of 20 
animals Child uses spacebar and RETURN 
to create an animal from the mixed parts 
of many or to make a matching animal 
when shown a model Each animal has a 
song Enjoyable program 



Final Rating: 70******* 

User Friendliness: 63****** 

Educational Value: 78 ******** 

Instructional Design: 72******* 



Title: First Encounters 

Company Educational Activities 
Date 1983 
Price $98 00 
Age 4-^ 
Computer Apple 
Conceptual Area OT/1 
■ Computer literacy skills 



Final Rating: 32*** 
User Friendliness: 41 **** 
Educational Value: 21 ** 
instructional Design: 29 *** 



Comments A "computer literacy" package 
designed to teach ku idergarten children 
computer terms, computer operation, ana 
writing of programs Includes flashcards for 
memorizing terms, worksheets, keyboard models 
workdisk with games Reading required Ratings 
apply only to programs 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



First Letter Fun 

MECC 
1985 
$55 99 
3-6 

Apple (64K) 
LA/1.4,6 



■ Letter recognition 

Comments Four pictyes stones Farm 

Circus. Park, and Magic Show introduce a'l 

the letters except Q and X Child sees an 

object from a story and must use the 

spacebar or arrow keys to select its 

initial letter Teacher options allow sel ;Ction of 

upper/lower-case display Clear grr.phics Good design 



Final Rating: 82 
User Friendliness: 67 
Educational Value: 98 
Instructional Design: 86 



******** 



******* 



********** 
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SOFTWARE DESCRIPTIONS 



Title: First Letters and Words Final Rating: 74******* 

Company First Byte. Inc User Friendliness: 80******** 

Dale 1987 Educaiionai Value: go*"''*""" 

Price S49 95 Instructional Design: 62****** 

Age 3-8 

Computer Apple liGS* Mac Amiga Atari ST 

Conceptual Area LA/4.5.8 SP 5 

■ Letters& words, dinosaurs 

Comments Four games (1 ) Introduces upper- and 
lower-case letters (2) Shows a picture and 
says word when any letter is typed (3) Says 
body parts as a child colors in a dinosaur 
(4) Presents animal riddles tor which child 
types the answer Talks in a primitive male 
voice Options give teacher control 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



First Numbers: First Words 

Educational Activities 

1984 

S39 95 

3-7 

App^e^ C64 
LA/4NB/2.3 0T/1 



Final Rating: 41 
User Friendliness: 39 
Educational Value: 67 
Instructional Design: 38 



******* 



1-to-1 correspondence, visual memory 



Comments Two activities on one disk 
First Numbers ~ matching sets 1-5. 1-10 
Child sees five dots and duplicates set 
Child sees set and types numeral First 
Words — child copies model word, e g 
"cat " Harder level requires remembering the 
word after it has been flashed for two seconds 



Title: First Shapes 

Company First Byte inc 
Date 1987 
Price S49 95 
Age 3-8 

Computer Apple liGS*. Mac, Amiga Atari ST 
Conceptual Area CL 1 SP^8 SE 1 QT/ 1 
■ Five basic shapes 

Comments Four games Child can ( 1 ) change the size 
of a sirape by clicking the mouse. (2) design a 
toy out of shapes. (3) play Concentration by 
matching pairs of shapes, or (4) find a shape 
such as "the smallest circle' among three shapes 
presented Gives design opt'ons Toys can be 
printed and saved Voice is hard to understand 



LA = Language CP ~ Creative Projects ()T - Other Topics CL ~ Classification S!^ ■-- Spatial 
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Final Rating: 78'***"** 

User Friendliness: 82******** 

Educational Value: 88********* 

Instructional Design: 68******* 



SOFTWARE DESCRIPTIONS 



Title: First Steps to Reading 

Company Groher Electronic Publishing 
Date 1985 
Price $49 95 
Age 4-7 
Computer Apple*. C64 
Conceptual Area LA/6 
■ Initial consonants 



Final Rating: 43**** 
User Friendliness: 49***** 
Educational Value: 55****** 
Instructional Design: 31 *** 



Comments Three activities on one disk 
(1 ) Shows object Child presses the first 
letter of object shown (2) Shows letter 
Child uses spacebar to select a corresponding 
object (3) Shows letter and SIX objects Child 
uses arrow keys to move a crane to the object 
corresponding to letter Joystick is optional 



Title: 

Company 
Date 
Pnce 
Age 
Comouter 
Conceptual Area 
■ Measurement 



Fish Scales 

DLM 
1985 
$32 95 
4-8 

Apple 
NB/1 .3.4,6 



Final Rating: 71 
User Friendliness: 57 
Educational Value: 96 
Instructional Design: 68* 



********** 



Comments Six games in wh'ch child uses 
spacebar, arrow keys, or RETURN to input 
answers, e g , the height of a fish 
jump, the longest or shortest fish, and 
other measurement concepts Games en> 
courage using units of measurement 
Menu requires reading 



Title: Floppy: Letters & Numerals Final Rating: 46***** 

Company Floppy Enterprises User Friendliness: 36**** 

Date 1983 Educational Value: 50***** 

Price $25 00 Instructional Design: 52***** 

Age 3-6 
Computer Apple 
Conceptual Area LA '4 
« Letter recognition 

Comments Provides a workbook-iike 
presentation of upper- and lower- 
case letters Cursor IS moved with 
GHYB keys and spacebar Effective 
practice for upper- and lower-case 
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SOFTWARE DESCRIPTIONS 




Tit!8: Floppy: Match-ups in Mazes 

Company Floppy Enterprises 
Date 1984 
Price $25 00 
Age 3-6 
Computer Apple 
Conceptual Area LA/4 NB/4 
■ Letter recognition, numerical order 


Final Rating: 53*"** 
User Friendliness: 46***** 
Educational Value: 49***** 
Instructional Design: 73******* 




Comments' Uses simple maze context to 
match objects with letters or other 
associated symbols No branching 
Menu requires reading Results of 
the previous lesson are available 






Title: Floppy: Printing Practice 

Company Floppy Enterprises 
Date 1983 
Price $34 95 
Age 4-6 
Computer Apple 
Conceptual Area LA/5 
■ Letter and numeral formation 


Final Rating: 50***** 
User Friendliness: 39**** 
Educational Value: 58****** 
Instructional Design: 66******* 




Comments Child presses a key on the 
keyboard to cause the letter or 
numeral to be slowly drawn on the 
screen Child then practices 
drawing the symbol on a piece of 
paper, using the computer as a mode! 






Title: Floppy: Same and Different 

Company Floppy Enterprises 
Date 1983 
Price $34 95 
Age 4-6 
Computer Apple 
Conceptual Area CU2 
■ Visual discrimination 


Final Rating: 41 **** 
User Friendliness: 38**** 
Educational Value: 48***** 
Instructional Design: 38**** 




Comments A workbook presentation of 
discrimination in three games 
different shapes, same shapes with 
slight differences, and letters 
Child presses 0 or W key to indicate 
same or different 
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SOFTWAiiE DESCRIPTIONS 



Title: Floppy: What Is Missing Final Rating: 62"*'" 

Company Floppy Enterprises User Friendliness: 81""" 

Date 1983 Educational Value: 76 """" 

Price $25 00 Instructional Design: 55""" 

Age 3-6 
Computer Apple 
Conceptual Area SP/5,7 
■ Parts and wholes, body pci'-ts 

Comments- Presents picture, then 
picture with one part missing 
Child presses 1 or 0 key to select 
missing piece Twenty-five problems 
for each of three pictures a ho se 
a car. and a man 



Title: 

Company 
Date 
Price- 
Age 
Computer 
Conceptual Area 



Flying Carpet, The 

Learning Technologies. Inc 

1985 

$24 95 

4-8 

Apple*, C64 
SP/8 



■ Shape recognition 

Comments Child uses spacebar and 
RETURN to count the number of a 
given shape contained in one of 
1 2 sets of shapes presented A 
flying genie provides feedbacK No 
branching No reading required Rigid 
format permits little child-control 



Final Rating: 44 
User Friendliness: 65 
Educational Value: 52 
Instructional Design: 28 



■k ****** 
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Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Fruit Tree/Gumball 

BeCi Software 
1983 
$19 95 
2-6 

C64\ VIC20 
NB/3,4 



« Cour^ting, adding, and subtracting 

Comments Two activities on same 
disk Gumball — child counts from 
10 10 35 gumballs and enters number 
Fruit Tree — child solves addition 
and subtraction problems Blocky 
graphics Poor design 



Final Rating: 28' 
User Friendliness: 29' 
Educational Value: 38' 
Instructional Design: 22 ' 
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SOFTWARE DESCRIPTIONS 



Title: Fun From A to Z 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



MECC 
1985 
S55 00 
3-6 

Apple (64K) 
LA/'4 



■ Alphabet skills practice 

Conments. Child uses arrow keys to play three 
games Birds — child matches letters Dots — 
child completes a dot-to-dot picture by 
selecting next alphabet letter Runners — 

child sees sequence (K,L.M, 0) and must 

select missmg letter Management allows 
selection of upper/lower-case Well-designed 



Final Rating: 81 

User Friendliness: 68 ******* 

Educational Value: 92********* 

Instructional Design: 85********* 



Title: 

Company 
Date 
Price 
Age 

Computer 



Fun With Directions 

Mindscape, Inc 

1984 

$49 95 

3-6 

Apple 



Final Rating: 62****** 

User Friendliness: 81 ******** 

Educational Value: 69 ******* 

Instructional Design: 44**** 



Conceptual Area SP/4 TI/6 
■ Perceptual and cognitive skills 

Comments Child selects a nodding (yes) 
or shaking (no) head to indicate if 
objects are in line, are facing same 
direction, or are in sequence, e g , 
egg/chick/chtcken Allows for 
selection of difficulty level, perfor- 
mance feedback No reading required 



Title: 

Company 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Fun With Letters and Words 

Wescott Software 

1987 

$20 00 

2-6 

IBM 

LA/4 5 



« Letter recognition 

Comments Child can press any letter key 
to see a p'cture and word related to the 
letter, e g , a bike for B Six levels allow 
the addition of more words, with up to 147 
possible "Custonn" words, such as a child's 
name, can be added 



Final Rating: 76** 
User Friendliness: 73 
Educational Value: 86 
Instructional Design: 70** 




bik 



******* 



******^/>* 
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SOFTWARE DESCRIPTIONS 



Title: 

Cof^pa^y 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Memory 



Fun With Memory 

WeccQtt So^twBre 

1987 

$20 00 

IBM 

OT/1 LA/4.5 NB/4CL;2 



Comments Ase\ ;n-level Concentration game 
in which child uses the arrow keys, spacebar 
and ENTER to select a card Child can match 
numerals, objects, or words Options allow 
for control over the number of cards shown in 
a game Can be played by one or two players 



Final Rating: 77*^****** 



Educational Va^ue: 87^ 
Instructional Design: 83******** 



MfMOrtV MftiU 



p 1 1# 



Uor. 



Title: 

Company 
Date 
Price 
Age 

Coniputer 



Fun With Numbers 

Wescott Software 

1987 

$20 00 

2-6 

IBM 



Conceptual Area NB/3.4,8 

■ Numeral recognition, adding and subtiacling 

Commefits Five gannes provide experiences in 
counting, adding with objects, or subtracting, 
all with sums less than 1 8 Nine skill levels 
determine the difficulty of the game Adult 
options permit control over the difficulty 
level and pacing of the game 



Final Rating: 59****** 

User Friendliness: 64****** 

Educational Value: 78 ******** 

Instructional Design: 46 ***** 



'Sow Hanij'> 



Title: 

Company 
Date 
Price 
Age 

Computer 



Gertrude's Secrets 

Tf le Learning Company 
1982 

$59 95 (school ition) 
4-10 

Apple*. IBM*, C64 ($29 95) 



Conceptual Arej CL/1,5SP/4 
■ Classifying and seriating 

Comments Consists of seven attribute puzzles of 
varying difficulty Child uses arrow keys or 
joystick to move through 25 rooms (screens) 
Children as young as aqe 3 can do easiest 
puzzle, but lose interest quickly Content is 
best for ages 5 and up School edition contains 
additional curriculum materials 



Final Rating: 84*"****"* 
User Friendliness: 73******** 
Educational Value: 91 ********* 
Instructional Design: 86********* 




LA - Language CP = Creative Projects OT - Other Topics CL - Classification SP - Spatial 
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SOFTWARE DESCRIPTIONS 



Titie: Getting Ready to Read and 

Company Siinbursf Communications !r 
Date 1984 
Price $65 00 
Age 3-6 
Computer Apple, IBM*, Atari. C64* 
Conceptual Area LAM CL/2 NB/3,4 
■ Numerals, U/L-case letters 



Final Rating: 63'""* 

User Friendliness: 55****** 

Educational Value: 77******** 

Instructional Design: 80******** 



Comments Six activities based on a 
matching format Practice with 
shapes, letters, and numerals Child 
presses any key when a match is 
shown for shapes, letters, and 
numerals Options included for control 
of speed and number of problems 



Title: Grabbit Factory, The 

Company D C Heath & Company 
Daie 1983 
Price $60 00 
Age 3-8 
Computer Apple 
Conceptual Area NB/4.9 
" Numerals, basic math facts 



Final Rating: 52***** 

User Friendliness: 81 ******** 

Educational Value: 46***** 

Instructional Design: 31 *** 



Comments Child uses arrow keys, 
joystick, to move crane and make 
selections of numerals No 
branching Easy to use No 
reading required 



Title: Grandma's House Final Rating: 68******* 

Company Spinnaker Software Corp User Friendliness: 73******** 

Date 1983 Educational Value: 57****** 

Price $29 95 Instructional Design: 55******* 

Age 4-8 
Computer Apple*, C64, Atai 
Conceptual Area SP/2 
■ Exploring and arranging 

Comments Child uses mouse or joystick 
(required^ to movp to and explore one 
of SIX different scenes Bv pressing 
key, objects can oe carried from scenes 
and collected in "Gre^dma's House " 
e g . a fish from the seashore Easy to 
use but not strong in t ny contei t area 



i.A - Li'nguage CP = frcalive Projects OY - Other Topics CL - (/iassiHcaHon SP = Spalial 
Relations Tl ^ Time NB '= Number SI: ^ Scnation * - Version Reviewed NA = Not Applicable 




SOFTWARE DESCRIPTIONS 



Title: Grover's Animal Adventures Final Rating: 76******** 

Company CBS Software User Friendliness: 75******^* 

Date 1985 Educational Vaiue: 73******* 

Price $14 95 Instructional Design: 79******** 

Age 4-6 
Cor.-^Dutcr C64 
Conceptual A-ea CL'2 
« Classifying animals 

Comments Child uses jcyst'ck to move 
Grover to one of four environments 
Pressing joystick button adds 
animals or objects Each environment 
IS divided into land, sky. and water 
areas Child must place animal in 
appropnate area 



Title: Grownup and Small 

Company M'ndscape. Inc 
Date 1987 
Pnce- $39 95 
Age 3-8 
Computer Apple 
Conceptual Area SE/1CL/2LA/4 
■ Adult and baby names 

Comments Shows adult (or baby) with its 
name Child presses spacebar to s }the 
corresponding bahy (or adult), which starts 
an animated sequence A second activity shows 
an adult or baby along with four names Child 
must select (with spacebar) the corresponding 
name Easy to use Includes 20 matching sets 



Final Rating: 68 
User Friendliness: 77 
Educational Vaiue: 76 
Instructional Design: 55 



******* 



******** 



******** 



Title: Happy Birthday, Pockets Final Rating: 71 ******* 

Company World Book, Inc User Friendliness: 69******* 

Date 1984 Educational Value: 86********* 

Price $39 95 Instructional Design: 63****** 

Age 3-5 
Computer IBM 
Conceptual Area CL/2 
« Visuaj aiscrimination 

Comments Eight child-controlled 

options in which child uses spacebar 

and RETURN to select upper- or 

lower-case letters, numerals, or the 

letter keys to design the wrapping 

for a present Is successful in providing 

child-control Good graphics, sound, and content 



ERIC 
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SOFTWARE DESCRIPTIONS 



Title: Hodge Podge 

Company Artworx 
Date 1982 
Price $14 95 
Age 1 5-6 
Computer Apple*, C64. IBM Atari 
Conceptual Area LAM 
■ Letter recognition 

Comments Child presses any key to 
get a response a picture, a song, 
or both Screen displays are blocky 
and not always appropriate for the 
letter pressed, e g . S =^ Spectra 
Easy to use program, but its value is 
limited 



Final Rating: 51 ***** 

User Friendliness: 75******** 

Educational Value: 55****** 

Instructional Design: 50 ***** 




Conipany 
Date 
Price 
Age 
vComputer 
Conceptual Area 



Title: Howto Weigh an Elephant 



Learning Technologies, 

1985 

$24 95 

4-8 

Apple*. C64 
NB/1 CP/3 



inc 



■ Estimation of weight 

Comments Three activities in whicn a 
child observes how far a boat sinks 
to select the heaviest animal, guesses 
v^hich juice glass has the most, or 
programs a dancer, using tne number 
keys and RETURN Reading required 



Final Rating: 42' 

User Friendliness: 49' 

Educational Value: 59 ' 

Instructional Design: 27' 




Title: I Can Count Final Rating: 40**** 

Company Troll Associates User Friendliness: 53***** 

Date 1987 Educational Value: 45***** 

Price $39 95 Instructional Design: 26*** 

Age 5-8 
Computer Apple 
Conceptual Area NB/2.3,4,8 
■ Counting up to 10 

Comments Eight activities based around 
coi fating, matching numbers with sets, typing 
the number that comes next, finding a missing 
number in a sequence, recognizing zero, and 
concepts of greater or less than Colorful 
graphics but poor design Reading is required 



LA = Language CP = Creative Projects OT ^ Other Topics CL =^ Classification SP = Spatial 
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SOFTWARE DESCRIPTIONS 



Title: I Love My Alphabet 

Company First Star Software 
Date 1984 
Price $34 95 
Age 2-7 
Computer Apple*. C64, Atari 
Conceptual Area l.A/4 
■ Letters, alphabetical order 



Final Rating: 59****** 

User Friendliness: 51***** 

Educational Value: 80******** 

Instructional Design: 55 ****** 



P ' 



Comments Entertaining program presents 
"Max" with four activities of differing 
difficulty Weil-programmed Good sounds 
and graphics Letter associations are limited 
and design requires adult or reader help 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Counting 



Introduction to Counting 

EduWare 
1981 
$39 95 
4-7 

Apple\ IBM. Atari 
NB/3CL/1 SE/1 



Comments A regimented sequence of eight 
counting activities Begins with selecting a set to 
correspond with a given number and progresses 
all the way to subtraction Management keeps 
score and controls presentation, which allows 
individualization Requires adult setup with 
each use 



Final Rating: 66******* 

User Friendliness: 60 ****** 

Educational Value: go********* 

Instructional Design: 53 ***** 



Title: It's No Game 



Company 
Date 
Price 
Age 

Computer 



Educational Act'vities 

1986 

$49 95 

5-11 

Apple 



Conceptual Area LA/2,3 
» Personal safety skills 

Comments A simulation where the child is put 
in a potentially dangerous situation and must 
make a choice Each "vi'ise decision' is rewarded 
with moves on a gameboard ToDics are trusting 
one's own feelings, saying no to bribes, tele- 
phone skills, dealing with strange adults, and 
asking for help Reading required 



Final Rating: 62****** 

User Friendliness: 58****** 

Educational Value: 67' 

Instructional Design: 61 



' ******* 
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SOFTWARE DESCRIPTIONS 



Title: Jack and the Beanstalk Final Rating: 69 ******* 

Company HRM Software User Friendliness: 70******* 

Date 1985 Educational Value: 71 ******* 

Price $49 00 Instructional Design: 66 

Age 7-12 
Computer Apple 
Conceptual Area LA/5,8 TI/5 
■ Word recognition, event sequence 

Comments Children explore their own version of 
traditional folk tale by playing the role of 
Jack, making decisions oy selecting two-word 
commands, e g , "trade cow " Reading required 
Could be used as language experience with 
younger ch'Idren A Spanish version is available 
Available in a ten-disk package for $1 47 00 



Title: Jar Game & Chaos, The 



Company 
Date 
Price 
Age 

Computer 



MHIiken Publishing Co 

1982 

$39 95 

5-12 

Apple*, Atan 



Conceptual Area CU2,5NB/5 
■ Probability, discrimination 

Comments Offers two games Jar Game — by 
pressing 1 or 2. child chooses candy jar 
With best chance of having certain-shaped 
pieces of candy Chaos — an attribute game 
m which child presses IJKM keys !o match 
an attnbute (shape or color) Easy reading 
required Discontinued in 1986 



Final Rating: ^2 
User Friendliness: 35' 
Educational Value: 63' 
Instructional Design: 36' 



Mhich one? 




PRESS RETURN 
8 APPLE 



Title: Jr. Typer 

Company Aquarius People Materials 
Date 1985 
Price $45 00 
Age 5-up 
Computer AppleMRS80 
Conceptual Area LA/4 0T^3 
■ Touch typing 

Comments Presents a fixed series of 
typing problems As a child types, 
graphics or words accumulate on the 
screen Helpful graphic hands point 
out finger positions Contains 54 
combinations on two disks Inflexible 
design allows little child-control 



LA = Language CP Creative Projects OT - Other Topics CL ^ Classification SP - Spatial 
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Final Rating: 41 **** 

User Friendliness: 33*** 

Educational Value: 49***** 

Instructional Design: 44**** 



SOFTWARE DESCRIPTIONS 



Title: Juggle's Rainbow 

Company The Learning Company 
Date ^ 982 
Pnce $29 95 
Age 3-6 
Computer Apple, IBM'. C64 
Conceptual Area SP'4 
" Spatial relationships 



Final Rating: 62**** 
User Friendliness: 65 **** 



•7y| ******* 



Instructional Design: 54 *"** 



Comments Keyboard is a plane on which location 
of keys corresponds to spatial answers, e g . 
above, right, below However, press'ng 
spacebar advances program to next segment 
which children often unwittingly do 
Discontinued in 1987 



Title: Keytali< 

Company PEAL Software 
Date 1987 
Price S99 00 
Age 3-8 
Computer Apple (64K) 
Conceptual Area LA/'3,4.5,9 CP/4 
■ A beginning literacy activity 

Comments A talking word processor that says in 
a robotic voice anything that is typed Uses 
regular or Muppet keyboard Says each letter 
word and sentence Allows stones up to one 
page m 40-column text Stones can be pnnted 
and saved Includes on-screen word l»st Pro 
nunciation exceptions can be added 



Final Rating: 84******** 

User Friendliness: 58****** 

Educational Value. 92********* 

Instructional Design: 96 ********** 



My ptt dog 1$ nicr' Hr cfitsfs ny cat 



ESC to* Ti'if SiJt 
Print f-nd 
Oi c 1 1 on*r y fJfw 



Title: Kid's Stuff 



Company 
Date 
Pnce 
Age 

Computer 



Stone & Asso ates 

198^1 

$39 95 

3-0 

IBM*. Apple. Atari ST 



Conceptual Area LA/4,5 SE''4 5 
■ Counting skills, letter recognition 

Comments Offers three activities 
accessible by easy-to-use picture 
menu In the letter recognition 
activity, child types in letters of 
a word, which creates animation and 
sounds An entertaining program that 
provides options for the child 



Final Rating: 76**** 

User Friendliness: 64**** 

Educational Value: 86**** 

Instructional Design: 80 **** 
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SOFTWARE DESCRIPTIONS 



Title: Kids on Keys Final Rating: 62 

Company Spinnaker Software Corp User Friendliness: 38 **** 

Dale 1983 Educational Value: 63****** 

Pnce $29 95 Instructional Design: 79 ******** 

Age 4-9 

Computer Apple', iBivi C64 (S20 95j, Aian 
Conceptual Area LA/4 CL'1 OT/3 
■ Letter recognition 

Comments Presents three games in which 
letters, pictures, or words ram down 
the screen Child stops them and scores 
points by typir.g in the appropriate letter 
or word Three levels of difficuliy Good 
keyboard practice, but requires skills that 
few thiee- or four-year-olds have 



Title: 

Company 
Date 
Price 
Age 

Computer 



Kidwriter 

Spinnaker Software Corp 

1984 

$29 95 

6-10 

Apple^C64' IBM 



Conceptual Area LA/9 CP/4 
■ Creating computer storybooks 

Comments Child creates picture. 

selecting from 100 objects that 

can be moved and changed in size or 

color Text can be typed on the 

lower third of the screen Stories 

can be saved on disk and have several 

pages Reading required Good design 



Final Rating: 73** 

User Friendliness: 48** 

Educational Value: 97 

Instructional Design: 81 



********** 



******** 



Title: Kinder Koncepts MATH 

Company Midwest Software 
Date 1985 
Pnce $55 00 
Age 4-7 
Computer Apple\ C64, PET 
Conceptual Area NB/1 2 3 4,5 6.7 8 
■ Number c j math skills 



Final Rating: 57****** 
User Friendliness: 46***** 
Educational Value: 93******* 
Instructional Design: 44 **** 



Comments Fifteen we" designee malh games 
cover various number concepts e g . 
estimating length, using units of 
measurement, counting, numeral recog- 
nition All games follow same drill-and- 
practice format Menu designed for adults 
which limits child-control 



LA = Language CP - Creative Projects OT Oiher Topics CL - Classihcation SP - Spatial 
Relations Tl ^ Time NB = Number Sli ^ Seriation * - Version Reviewed N/^ Not Appliccthle 



ERIC 



57 



SOFTWARE DESCRIPTIONS 



Title: Kindercomp 

Company Spinnaker Software Corp 
Dale 1982 
Price $29 95 
Age 3-8 
Computer Apple. IBM*, C64, Atari 
Conceptual Area CP/1 CL'2 LAM 
■ Matching, U/L-case practice, drawing 

Comments Offers six games of varying 
difficulty, including a simple drawing 
(move cursor with arrow keys) and matching 
activity that increases in difficulty as 
child improves Offers variety of content, 
which lengthens the life of the program 
Menu requires reading 



[ ******* 



' ******** 



Finai Rating: 68^ 

User Friendliness: 11' 

Educational Value: 72******* 

Instructional Design: 83******* 



Title: Kindercomp Golden Edition 

Company Spinnaker Software Corp 
Date 1986 
Price $39 95 
Age 3-7 
Computer Apple*, IBM 
Conceptual Area NE/3 LA/4 CL2 CP/1 
« Counting. leUers. matching, and drawing 

Comments Eight activities Draw Name. Match 
Letters. Alphabet, Count. Sequence, and Add 
Provides practice with the alphabet, upper- and 
lower-case letters counting (as high as 30) 
number sequence, counting by twos threes etc 
and addition (sums up to 1 8) Offers good 
range in content and level of challenge 



I ******* 



Final Rating: 70 

User Friendliness: 56****** 

Educational Value: 90 

Instructional Design: 70 



********* 



I ******* 




Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Kindermath I! 

Houghton Miffhn 

1988 

$276 00 

4-7 

Apple (64K) 

NB/1 2 3,4 5.8CL2SP'l 



» Math fundamentals 

Comments Ten disks cover 90 separate objectives 
starting with *'same" and "different ana ending 
With addition arid subtraction problems with 
sums less than 10 Child uses joystick 
(required) to move cursor to correct answer 
Keeps records Requires adult setup Reauires 
Echo synthesizer Dry presentation 



Final Rating: 57****** 

User Friendliness: 65"""* 

Educational Value: 70***"** 

Instructional Design: 45***** 




rtO.: ¥UH-i Ml IN The «{♦ 



LA = Language CP = Creative Pro)cc!s 01 ^ Other Topics CL ^ Classilicalion SP - Spatial 
Relations 11 = Time NB ^ Number SL ^ Sepation * ^ Version Reviewed NA ^ Not Applicdble 



ERIC 



58 f-o 



SOFTWARE DESCRIPTIONS 



Title: Knowing Numbers 

Company Miridscape Inc 
Date 1983 
rfiut? 0)^^^ 
Age 3-6 
Compute'- Apple 
Conceptual Area NB/1,3,7 
■ Fundamental math skill practice 

Comments Presents counting, addition 
and subtraction activities Child 
uses nodding or shaking heads to 
decide (1 ) if a group matches a 
numeral, (2) which group has "more 
and (3) if the sum of two groups equals 
a third No reading Some management 



Final Rating: 67"****' 
User Friendliness: 79******** 
Educational Value: 77******** 
insiruciional Design: 53 



Title: Koala Pad Graphics Exhibitor 

Company PTI/Koala Industries 
1983 
S139 50 
5-up 

Apple lle\ 11-^, IBM 
CP/1,4 SP/7 



Date 
Price 
Age 
Computer 
Conceptual Area 
« Drawing 



Final Rating: 76 
User Friendliness: 85 
Educational Value: 74 
Instructional Design: 68 



******** 



********* 



******* 



******* 



Comments This is the software that comes with 
the Koala Pad. which hooks into a joystick port 
By moving a finger c pointer across a pad surface, 
a child can draw lines, circles, or squares and 
fill or magnify shapes, using many available 
colors Picture menu is useable but complex for 
young children Price includes Koala P . d and program 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Language 

Aquarius People MatenaSs 

1984 

Si45 00 

3-6 

Apple*, TRS 80 

LA'6 



« Language recognition 

Comments Child presses spacebar to 
advance through a fixed series of 
frames based on one to five language 
skills Contains five disks Easy to 
use. nice graphics However task 
allows no interaction except to proceed 
to next f rarr.e by pressing the spacebar 



Final Ratiny: 37 
User Friendliness: 65 
Educational Value: 45 
Instructional Design: 18 



*******^ 
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SOFTWARE DESCRIPTIONS 



TitL-: Learning About Numbers 

Company C&C Software 
Date 1983 
Price $40 00 
Age 3-6 
Computer Apple 
Conceptual Area NB/8TI '9 
■ Counting, clocks, basic math facts 



Final Rating: 78****"** 

User Friendliness: 56****** 

Educational Value: 86********* 

Instructional Design: 91 



Comments Provides a variety of nurriDer 
experiences Let's Count. Let's 
Teii Time, and Arithmetic Fun all 
with varying difficulty levels Many 
aspects of thiS program can be 
managed by an adult, due to a weli- 

designed management system hou ndny'> 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Matching 



Learning Line, The 

DC Heath & Company 

1983 

$45 00 

3-6 

Apple 

CL 1 2 LA 4 



Comments Child uses joyshck or arrow 
keys 10 move monkey to correct 
option, either by direct match or by 
correct association (e g ram - 
umbrella) Limited amount of 
content Easy to use No reading 
required 



Final Rating: 62 

User Friendliness: 82 

Educational Value: 73 

Instructional Design: 39 



******** 



******* 



Title: Learning the Alphabet 

Company MicroEd Inc 

Date 1987 

Price $29 95 

Age 3-6 

Computer Amiga (51 2K) 

Conceptual Area LA 4 
■ Matching letters, aiphabet'cal order 



Final Rating: 50***** 
User Friendliness: 49***** 
Educational Value: 52***** 
Instructional Design: 50***** 



Comments Child is shown portion of the aiphabet 
By clicking the mouse, child selects matching 
letters m order from letters scattered on 
the screen The computer says each letter and 
gives a feedback nnessage in a fairly clear 
male voice Repetitive format causes children 
to lose interest 
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SOFTWARE DESCRIPTIONS 



Title: Learning With Fuzzywomp 

Company Sierra On-Line 
Date 1984 



^ ^ <T»/^/-v r\ r- 



Age 3-6 
Computer Apple' C64 
Conceptual Area NB. 3.4 CL 2 
« Counting, matching, numerical order 

Comments To make selections, chiid 
moves joystick to move 'Fuzzywomp 
Four entertaining games provide 
counting and matching experience 
Three of the activities have 
multiple difficulty levels No reading 
IS required Joystick required 



Final Rating: 73******* 

User Friendliness: 80******** 

Educational Value: 79 

instruciionai Design: 54' 



I ******** 




Title: Learning With Leeper 

Company S'erra On-Line 
Date 1983 
Price $29 95 
Age 3-6 
Computer Apple*, C64 Atari 
Conceptual Area CP/1 CL/2 NB^4 
■ Counting matching, drawing 

Comments Consists of four games based 
on matching counting, and nand-eye 
coordination A joystick is required 
to move "Leeper " around the screen 
to make selections Designed to 
entertain and teach Simitar in format 
to "Learning With Fuzzywomp 



Final Rating: 69******* 
User Friendliness: 78******** 
Educational Value: 82******** 
Instructional Design: 56****** 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Title: Let's Go Fishing 



Learning Technologies Inc 

1985 

$24 95 

3-6 

Apple*. C64 
NB/3CL/2 



■ Counting and addition skills 

Comments Two activities in which child 
uses A and Z keys and arrow keys to 
stnng pearls by moving a needle 
or to fish by lowenng a hoe to fish 
swimming by A specific number must be 
strung or caught Design offers no 
escape from activities Not recommended 



Final Rating: 36**** 

User Friendliness: 51 ***** 

Educational Value: 51 ***** 

Instructional Design: 18** 
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SOFTWARE DESCRIPTIONS 



Title: Letter Games 

Company sland Software 

Date 1982 

Price $25 00 

Age 3-6 

Computer Apple 

Conceptual Area LA/4 CL/2 
■ Letter recognition 



Final Rating: 34*** 

User Friendliness: 24** 

Educational Value: 40 **** 

Instructional Design: 49 ***** 



Comments Three drill games for letter 
discrimination Upper- and lower- 
case options are available. No 
branching Has errors tf used 
without light pen Not recommended 



Title: Letter Recognition 

Company Hartley Courseware, 
Date. 1983 
Price $29 95 
Age 5-7 
Computer. Apple 
Conceptual Area LA/4 
■ Location of letters on keyboara 

Comments A single letter is presented 
for child to find on keyboard Model 
keyboard appears as help if needed, 
shov/ing letter location Options 
include upper/lower-case and number 
words Records are kept 



Inc 



Final Rating: 48***** 

User Friendliness: 40**** 

Educational Value: 62****** 

Instructional Design: 47***** 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Letter matching 



Letter-Go-Round 

CBS Software 
1984 
S34 95 
3-7 

C64* (cartridge). Atari 
LA/4,5TI/1.3 



Comments Children press spacebar to 
stop and start ferris wheel to match 
upper- and lower-case letters or 
to spell three-letter words Good 
graphics and sounds Menu requires 
reading Includes keyboard overlay 
Discontinue J in 1986 



Final Rating: 56****** 

User Friendliness: 61 ****** 

Educational Value: 71 ******* 

Instructional Design: 43**"* 



LA = Language CP = Creative Projects OT - Other Topics CL = Classification SP - Spatial 
Relations Ti ^ Time NB ^ Number SE = Senation * = Version Reviewed NA ^ Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Dale 
Price 
Age 
Computer 
Conceptual Area 



Letters and First Words 

C&C Software 

1984 

S50 00 

3-6 

Apple 

LA/4,5.6 



Final Rating: 68******* 
User Friendliness: 55****** 
Educaiionai Value: 72***-*** 
Instructional Design: 75******** 



Letters, initial consonants 



Comments Three games ABC, Letter 
Sounds, and Building Woras Manage- 
ment system allows for records for 
up to 50 children Child makes 
selections by moving box cursor 
Offers wide range of content and effective 
design features 



Title: Letters and Words 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Mindscape, Inc 

1983 

$39 95 

3-6 

Apple 

LA/4.5 



Final Rating: 68******* 

User Friendliness: 79******** 

Educational Value: 68******* 

Instructional Design: 60****** 



Letter recognition, alphabet order 



Comments Three games on letters and words 
Child selects Y, N, or ESCAPE for each 
problem Provides drill on alphabet order 
by asking what letter fits into a missing 
series Management features selection of 
number of rounds, performance surr^mary, selection 
of timing of cursor movement, and new word list 



Title: Lion's Workshop 

Company Learning Technologies. Inc 
Date 1985 
Price $24 95 
Age 4-8 
Computer Apple*, C64 
Conceptual Area CL/2 
■ Visual discrimination 

Comments Two activities (1) Child uses 
A and Z keys to move conveyer belt to 
select an object that goes with 
another (e g , thread/needle) (2) 
Child selects missing piece of a 
given object Limited content 
Confusing graphics 



Final Rating: 49' 

User Friendliness: 49' 

Educational Value: 54' 

Instructional Design: 45' 




PR£5<^ SPACE ertft TO CM0CS6 



LA = Language CP = Creative Projects OT = Other Topics CL = Classification SP - Spatial 
Relations TI = Time NB = Number SI: = Serialion * = Version Reviewed NA = Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: LOGO Power 

Company Mindscape. Inc 
Dale 1986 
Pr.ce $49 95 
Age 7-10 
Computer Aople 
Conceptual Area CP 'S 
■ "each 12 basic LuoO commands 

Comments One disk teaches a ^nes of 
1 1 step-by-step tutorial lessons and 
games designed to mtroauce and give 
practice with 1 2 LOGO commands 
e g , forward, right, repeat A LOGO 
program disk is not included or needed 
to use this program 



Final Rating: 59****** 
User Friendliness: 44**** 
Educational Value: 69******* 
Instructional Design: 65******* 



Title: Magic Crayon 

Company C&C Software 
Dale 1 383 
Price S35 00 
Age 4-6 
Computer Apple 
Conceptual Area CP 1 .3 4 SP 1 1 
■ Drawing with arrow keys 

Comments A simple drav.ing program in 
1 6 colors and 3 difficulty levels 
As withalltheC&C Drograms good 
record keeping and management are 
available to the teacher or parent 
Suckers are included to label the keys 



Final Rating: 75******** 
User Friendliness: 53***** 
Educational Value: 67******* 
Instructional Design: 95 ********** 



Title: Magic Siate 

Company Sunburst Communications Inc 
1984 
S99 5 

/-UQ 

Apple 

LA'4.9CP4 0T ^4 



Date 

Age 
Comouter 
Conceptua. ^rea 



■ Word processing 

Comments Easy-to-use word 
processor with large (20-co!umn) 
text and picture menu Effective 
for experience stones for pre- 
bchool level Stone^^ can be saved 
pnnted. and edited Graphics pnntr 
desirable 



Final Rating: 81 *****"** 

User Friendliness: 70*-^***** 

Educational Value: 92********* 

Instructional Design: 85********* 



My dog likes to 
play -With mc I 
will throw a stick 
or a ba } I and she 
will get I t n 



ERIC 



LA - i.anguaiic CP - 
Rclalions Tl ~ Timc 



>cativc Pi 
NI3 - Numbci 



OT Other Topics C\. - Classihcation SP - Spatial 
- :;eruiti<',n * Version Reviewed NA - No; Applicable 



SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Reading skills 



Magic String, The 

Troll Associates 

1S83 

$39 95 

5-6 

Apple 

LA 11 



Comments Three activities (1) Shows 
SIX words Using spacebar, child 
arranges words in alphabetical order 

(2) Child selects word 'ia\ doesn't 
belong, eg "sv^n, duck fail 

(3) Child arranges letters to make words 
Menus require reading limiting child-contro! 



Final Rating: 46***** 

User Friendliness: 52***** 

Educational Value: 46^ 

Instructional Design: 41 



Title: Make a Match 

Company Springboard 
Date 1984 
Pnce $29 95 
Age 2 5-6 
Computer Apple* IBM* Atari 
Conceptual Area Cl 1 .2 
« Matching 

Comments Four matching activities in 
which the child piesses spacebar to 
indicate when a match n color, shape 
or s\z 'S made Strong in content 
Poor tn presentation 



Final Rating: 75 ******** 
User Friendliness: 82******** 
Educational Value: 73******* 
instructional Design: 72 ******* 



Title: 

Company 
Date 
Pr.ce 
Aqe 
Computf r 
Conceptual Area 
a Creative design 



Many V/ays to Say I Love You 

Mindscape 
1985 
$29 95 
4-up 

Apple C64* 
CP2 4LA^3 4 



Comments Child uses arrow keys or 
spacebar to select elements of own 
"greeting card, including text, 
background, borders, and charp^ters 
When finished card message can be 
displayed with animation and music 
men saved on disk 



Final Rating: 69*** 
User Friendliness: 69 
Educational Value: 65 
Instructional Design: 69 



******* 



*-^***** 



****>^** 




LA ^ Languat!c CP ^ Creative Piojccts OT ^ Other Topics CL ~ Cliissilication SP - Spatia! 
^ Relations Tl = Time NB Number Sh - Scriation * = Version Reviewed NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Mary Marvel , , . Costume Ball 

Company DIL Internationa! 
Date 1986 
Pnce $188 00 
Age 2-8 
Computer Apple 
Conceptual Area CL2 SP 5 OT 1 
• Vanety of basic skills 

Comments Sixaisks Hot and Cold Food Treasure 
Hunt/Voyage m Space. Sharp/Not Sharp 
Occupations/Transportation, Ricochet s Costume 
and Dress Ricochet Provides simple, limited 
activities Includes overlays to use with 
Wonderworker touch lablet (recommended) 



Final Rating: 62****** 

User Friendliness: yg ******** 

Educational Vali 76 ' 

Instructional DesiQi.: 43**** 
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Title: Mary Marvel ... the Garden 

Company DIL International 
Date 1986 
Price S289 00 
Age 2-8 
Computer Apple 
Conceptual Area - CL 1 2 SP 7 Ti 6 OT 1 
■ Functional intelligence, social skiHs 

Comments Ten disks --- My Own Garden Trees & 
Seasons. Gardening Tools Parts of a Fbwer 
Pollination. Water Gardening Growing a Bean 
Seed Vegetables andPfowers Child presses 
overlay on Wonderworker touch tablet 
(recommended) to select answers, e g touches 
the autumn background when shown an autumn uee 



Final Rating: 62 *"^**** 

User Friendliness: 76*'***** 

Educational Value: 76******* 

Instructional Design: 43 **** 




Title: 

Company 
Date 
Pnce 
Age 

Computer 



Mask Parade 

Springboard 
1984 
$39 95 
4-12 

Apple* IBM 064 



Conceptual Area CP14SP57 
B Creative design 

Comments Child can design and print 
masks ard other cutouts The 
design part requires choosing the 
components of the mask (eyes nose 
etc) Easy to print once printer 
IS set up Pictures can be saved on 
disk No reaoing required 



Final Rating: 84******** 
User Friendliness: 75******** 
Educational Value: 86******** 
Instructional Design: 69 "******* 




ERIC 
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opics C[. " dassidcation 
Version Reviewed NA 



SP Spatial 
N(U Apphc ibie 



SOFTWARE DESCRIPTIONS 



Title: Match-On-A-Mac 



I ******* 



Date 
Price 
Age 
Computer 
Conceptual Area 



1986 
$39 95 
3-7 

Macintosh (128K) 
CL/2 SP''4,8NB/4 



Matching counting, upper/lower-case 



Final Rating: 73 
User Friendliness: 7S ******** 
Educational Value: 76 ' 
Instructional Design: 66 ' 



******** 



******* 



Comments Eleven multiple-choice activities 
in which child moves the mouse to select 
matching shapes, upper- or lower-case letters, 
b's and d's, words, numerals, and quantities 
Also includes game for practicing use of 
mouse Keeps records and allows for 
individualization of the presentation 



Title: 

Company 
Dav) 
Price 
Age 
Computer 
Conceptual Area 



Math and Me 

Davidson and Associates 

1987 

$49 95 

0-6 

Apple (128K) 
NB/1,3,4 7CL;'2 SE''4 



« Shapes, patterns, numbers, and addition 

Comments Twelve activities covering shape 
matching, number recognition, patterns, 
numerical order, and addition witn objects 
or numerals Child uses mouse or arrow 
keys to select one of four boxes in a 
multiple-choice format Good design and 
graphics Good range in content 



Final Rating: 78 
User Friendliness: 80 
Educational Value: 94 
Instructional Design: 67 ' 



******** 



******** 



********* 



Final Rating: 38**** 
User Friendliness: 41 **** 
Educational Value: 33*** 
Instructional Design: 25*** 

Computer Apple 
Conceptual Area NB/1 4,5 8 
« Counting, numeral recognition 

Comments Presents a "workbook ' 
context to the child based on 
numerals and numeral words 
Poorly designed Not recommended 



Title: Math Facts Level 1 

Company THESIS 
Date 1980 
Price $25 00 



LA = Language CP - real ivc Projects 0*1* ^ Other Topics CL ~ Classitieation SP - Spatial 
Q Relations TI = Time NB = Number SH - Senation * - Version Reviewed NA " Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Math Magic Final Rating: 53***** 

Company MindP! User Friendliness: 53***** 

Date 1984 Educational Value: 67******* 

Price S39 95 Instructional Design: 43**** 

Age 4-9 
Computer Apple*, IBM 
Conceptual Area NB/3 
■ Math facts (add sub , mult , div ) 

Comments A math game in which player 
deflects bouncing ba" to break 
down a wall while periodically 
answering math problems to score 
points Design options include 
padale size, level and number of 
problems, and speed of ba'l 



Title: Math Maze 

Company D C Heath & Company 
Date 1983 
Price $39 95 
Age 6-10 
v^omputer Apple* IBM. Aidri (Sl9 95) 
Concep.uai Area NB/9 
» Basic math facts 

Comments Child moves fly through one 
of 40 simple mazes (can design own) 
to the correct answer, using a basic 
addition, subtraction division or 
multiplication fact Available option 
turns spider loose tn maze A well-des-gnea 
activity for basic facts practice 



Final Rating: 52***** 

User Friendliness: 47***** 

Educational Value: 62****** 

Instructional Design: 50***** 

064 



Title: 

Coffipany 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Math Rabbit 

The Learning Company 

1986 

S39 95 

5-7 

Apple*, IBM 
NB;1,3 4 8 0T 1 



■ Counting, matching sets, addition subtraction 

Comments Enjoyable activities child usos a^row 
keys, spacebar and RETURN to count using a Munbr- 
line and musical scale to match nume. dis to 
match a set of objects or a math proolerv to a 
given number to coive math problems to create 
number patterns and to match sets of objects 
numbers, and math problems Four levois of p'ay 



Final Rating: /8 
User Friendliness: 67 
Educational Value: 92 
Instructional Design: 79** 



****** 
***** 
******* 
****** 
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Not Applicable 





SOFTWARE DESCRIPTIONS 




Title: Math Sequences 

Company Miiliken Publishing Co 

Dale 1985 
Drii^p can nn 

Age 5-6 
Coffipuler Apple 
Conceptual Area NB 3 8 
• Number readiness 


Final Rating: 69******* 
User Friendliness: 62****** 
Educational Value: 74******* 
irtstructions! DesiQn: 69 ******* 




Comments First of a 1 7-aisk sequence spann-ng 
grades K-10 (S495 for all) Uses a flexible 
powerful password system that can coniroi 
content and keep records fc up to 100 children 
Children start by using number keys to count 
objects and can work up to numencai ^rder 
eg ^6._ 8) 






Title: Maze-o 

Compar.y D C Heath & Company 
Date 1985 
Price S45 00 
Age 6-12 
Computer Apple 
Conceptual Area ' A 5 
« Spelling words 


Final Rating: 55****** 
User Friendliness: 55 ****** 
Educational Value: 57****** 
Instructional Design: 52 ***** 




Comments A spelling game that presents 
10 out of 720 words at a time Child 
earns points by movfng a m.an (with joy- 
s{ick arrow keys) to incorr'^^ctiy 
spelled words thus v^orking through sinr.O'e 
nnaze Moving through maze is slow 
Content best-suited for grades 1 to 6 






Title: Memory Building Blocks 

Company Sunburst Communicat ons fnc 
Date 1986 
Price S65 00 
Age 5-aau!t 
Computer Apple 
C ceptual Area 0^ l CL 2 
« Visual ana auditory memory sk I's 


Final Rating: gg******^- 
User Friendliness: 91 ********* 
Educational Value: 86********* 
Instructional Design: go********* 




Comments Five Concentrat'on-type games 
onediSk Pictures Words Letters Shapes 
and Tunes An easy-to-use managemepi sysio^^- 
ailows use of own words or control o^er 
game difficulty Mimmai reaO'^g required 
Operateo w.th regular keyboara Muppc* 
keyboard or Touch Window 






LA ^ Laniiuaiie CI* CVealive Piojccls ()T OiIkt lopks CL (*l issilieaiuMi SP Spalial 
Relations Tl - Tune NB - Nuinhcr SI: Soriaiion * Version Rc\ie\\ed NA NcH Applicable 
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SOFTWARE: DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Memory skills 



Memory Master 

Sione & Associates 

1985 

$39 95 

2-6 

IBM* AtanST 
LA5 0T 1 



Comments Consists of thr^ee games m 
which child matches object with object 
oDject with related object, or word 
with object Also includes a picture 
Concentration game Good graphics 



Final Rating: 56****** 

User Frienaliness: 58****** 

Educational Value: 83^ 
Instructional Design: *** 



******** 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Micro-LADS 

Laureate Learning Systems 

1984 

S650 00 

2-up 

Apple 

LA 1 8 



» Syntactic comprehension 

Comments Six disks covering grammatic? 
constructions Chila hears sentence e g 
The dogs wa!k and must pick correct 
picture (using spacebar) Keeps complete 
records Adult must set up a lesson 
Designed for learning disabled children 
Requires an Echo or Cncket voice synthes'zer 



Final Rating: 75 
User Friendliness: 85 
Educational Value: 65 
Instructional Design: 75 



******** 



********* 



******* 



******** 




He is in the wagon. 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Milk Bottles 

1082 
S25 00 
3-6 
Apple 
MB 1 



• Comoaring amounts 

Comments Four numbered areas vv 
differing amounts of white represent 
miik in bottles Chile typc^ number 
of cylinder or touches bottle wth 
light pen lo answer question that .s 
wntten beiov/ e g Which is fuii'^ 
No* recommended 



Fin?» Rating: 3S**** 

User Priandliness: Su^"^ 

Educational Value: 41 **** 

Instructional Desjgn: 45**** 



LA = Language* CP - Crcviuc Projccis OT - OihcrTopK. CI, ( lassihcdiion SI' Signal 
Rclauons TI ^ T:nic NF^ - Number SI: Scnation ' - Vcrsioti RcMcwcd NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
a Money skills 



Money Works 

MECC 
1987 
S55 00 
6-8 

Apple (128K) 
NBJ 3 



Final Rating: 76******** 
User Friendliness: 55****** 
Educational Value: 91 ********* 
Instructional Design: 88********* 



Comments Four activities on one disk Chi'd 
uses arrows keys, ESCAPE, and RETURN to decide 
how much money is in a saie, count out an 
amount with a cnange machine, or make and 
pnnt currency Offers many teacher options 
Correlates with many textbooks Good child- 
control The best money program Vs/e Ve seen 



P or n to fwve i4r 
nCT?Bl Uhto done 



Title: Monkey Math 

Company Artworx 
Date 1983 
Price $17 95 
Age 4-10 
Computer Apple'. C64, Atar' 
Conceptual Area NB 4 
» Basic math facts numerical order 

Comments Provides dnll and practice 
with math facts Monkey knocks out 
correct answers on an assembly ime 
to earn bananas ana beat the clock 
Practice with basic math facts 
(four operations) available at three 
levels 



Final Rating: 49***** 

User Friendliness: 38**** 

Educational Value: 53***** 

Instructional Design: 43**** 




Title: Moptown Parade 

Comoa^y The Learning Company 
Date 1981 

Price S59 95 (school edit on) 
Age 6-10 
Computer Apple* IBM' C64 
Conceptual Area CL 1 2.4 SE 4 
■ Classification and seriation 

Comments Contains seven progressively ha^6Q^ 
''^t^^bute games Effective -n focusing child s 
attention on attributes and the logic of sets 
Strong in content However requires reading 
for independent use Color monitor required 
Schooi edition includes back-up disk teacher s 
guide blackiine masters, and activity ideas 



Final Rating: 55****** 

User Friendliness: 51***** 

Educational Value: 81 ******** 

Instructional Design: 45***** 



ERLC 
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Not Applivahle 



SOFTWARE DESCRIPTIONS 



Title: Muppet Word Book 

Company Sunburst Connmunicattons Inc 
Date 1986 
Price S65 00 
Age 3-6 
Corputer Apple 
Conceptual Area LA 4 6 CL 1 2 
■ LeUers and words 

Comments Six games on one disk provide orac- 
tice with letters, upper lower-case matching 
beginning consonants and word endings The 
final activity is a simple word processor 
using large letters that can be printed 
Can be used w«th a mouse Touch Window 
Muppet Learning Keys or regular keyboard 



Final Rating: 82 
User Friendliness: 85 
Educational Value: 92 
Instructional Desian: 73 



******** 



********* 



********* 



******* 



Title: Muppets On Stage 

Company Sunburst Communications inc 

Date 1984 

Pnce $65 00 

Age 3-6 

Computer Aopie' IBM C64 

Conceptual Area LA 4 NB 4 

■ Counting skills letter recognition 

Comments Three games D'scovery Letters ana 
Numbe''s Pro^ioes experience with letters 
colors numerals and number Well- 
designea effective in giving child- 
control This 'S the program that comes w tn 
the Muppet Learning Keys although ■[ can be 
used with a regular keyboard 



******** 



Final Rating: 81 

User Friendliness: 73******* 

Educational Value: 11' 

Instructional Design: 69 ** 



' ******** 



******* 



Title: Muppetville 

Company Sunburst Comr 
1986 
S65 00 
4-6 
ApDie 

CL 2 NB 3 4 01 



Date 
Price 
Age 
Computer 
Conceptual Area 



» Classify memory skills 

Comments Six aci yttios on one d'S^ 
starring the Muppels Men j design a -o.vs 
ch'ia-controi Supports Touch Windo// 
fused for review; Muppet Learning Keys 
mouse or keyboard Gives practice w th 
shapes colors ana numbers Options ai'o/. 
for several Difficulty settings 



Final Rating: 87 
User Friendliness: 94 
Educational Value: 95 
Instructional Design: 75 



********* 



********* 



********** 



******** 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Dote 
Price 
Age 
Computer 
Conceptual Area 
■ Seriation of pitch 



Music 

Lawrence Haii of Science 
1984 
S34 95 
4-6 
Apple 
CP2SE 1 4 



Final Rating: 59****** 

User Friendliness: 63****** 

Educational Value: yn ******* 

Instructional Design: 51***** 



Comments Make Music. Note Sandw.ch 
and Play a Tune give experience 
with an eight-tone C-scale asso- 
ciating notes with numbers ana 
colored bars of correlated lengths 
Limited in content Design is effective 
in giving child-controi 



Title: Music Maestro Final Rating: yr, ******* 

Company Springboard User Friendliness: 68******* 

Date 1984 Educational Value: 83******** 

Price S34 95 Instructional Design: 71 ******* 

Age 4-10 
Computer Aopie' IBM C64.Atar; 
Conceptual Area CP 2 SE 1 Tl 4 
« Practice with musical notation 

Comments Four games m whicn cn^idreri 
play and record tunes using numoer 
keys on keyboard thusbui'ding 
a coaeiation between numbers and 
notes Kaleidoscope {game 4) aods 
random coic^ to the notes 



Title: Music Readiness 



Company 
Date 
Price 
Ay^. 
Computer 
Conceptual Area 



Sterling Swifl 
1984 
869 95 
3-8 
Apple 
CP2TI 4 



« MuStc concepts p.tch ana rhyl^n^i 

Comments A dri't program that cou O 
be usea to reinforce note length ana 
pitch comparison Twod=sks v^fth 
four games each Menu wa-ts are 
very long L'mited content ana 
challenge snortens hfe Poooy 
designed 



Final Rating: 41**** 

User Friendliness: 38**** 

Educational Value: 40**** 

Instructional Design: 58***** 



ERIC 



LA - Laniiuaizc CP Crcalncl^roiccls ()T (MhcrTopies CL ClassiliLahon SP Spahal 
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SOFTWARE DESCRIPTIONS 



Title: My ABC's 

Conripany Paperback Software 
Date 1984 
Price S24 95 
Age 3-7 
Computer IBM 
Conceptual Area LA'4 NB/3 OT ^ 
« Letter and numeral recognition 

Comments Six activities First Letter, 
Match Letters. Dancing Letters (any 
key pressed makes pictures dance on 
the screen), Counting Objects, and a 
multilevel game of Concentration Good 
child-control Good graphics A good 
all-purpose program for IBM PC owners 



Final Rating: 63****** 
User Friendliness: 67******* 
Educational Value: 91 ********* 
Instructional Design: 45 ***** 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Writing stones 



My Book 

BeCi Software 
1984 
S34 95 
4-ijp 

C64\ Atan 
LA 9 



Final Rating: 38 
User Friendliness: 27 
Educational Value: 39 
Instructional Design: 46 



Comments A picture- and text-creation 
program Child uses joystick to 
move a balloon to select objects ana 
options Text is added using key- 
board Stories can be saved and 
printed Reading required to select 
options Joystick required 



Title: My Letters, Numbers, and Words Final Rating: 46***** 

Company Stone & Associate?; User Friendliness: 35**** 

Date 1983 Educational Value: 79*******^ 



Price S39 95 Instructional Design: 38 

Age 2-6 
Computer IBM* Apple Atari ST 
Conceptual Area LA'S 
« Letter recognition 

Comments Practice v^ith words the numbers 
1-10, key location, and letters, ai! 
reinforced through well-designed graphics 
and sounds Design requires adult to start 
and stop the program, however This program 
has later version called 'Kid's Stuff" with 
better design features 



**** 
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SOFTWARE DESCRIPTIONS 



Title: My Words 

Company Hartley Courseware Inc 
Date 1987 
Price $69 95 
Age 5-8 
Computer Apple (64K) 
Conceptual Area LA'2.3 4 5 9 CP 4 
« Language experience 

Comments A talking word processor that keeps a 
list of every word used in a story Lists 
can be stored, printed and used again for 
otner writing activities Whi'e words are typed 
they are also spoken in robotic voice (Echo or 
Cricket required) A mouse is recommended Uses 
sniall (40-column) print 



Final Rating: 78******** 

User Friendliness: 60****** 

Educational Value: 92********* 

Instructional Design: 89 ********* 



Title: Not Too Messy, Not Too Neat 

Company D C Heath & Company 
Date 1988 
Price S75 00 
Age 5-10 
Comouter Apple 
Conceptual Area LA/2.3 5.9 CP'4 SP'47 
■ Language experience 

Comments Children use mouse. Koala Pad. joystick, 
or arrow keys to select or move objects, back- 
grounds, words, or characters of a story They 
can also add their own words Resulting stones 
can be saved and printed in color Includes 
four copies of the storybook Good design Fun 
to use 



Final Rating: 89********* 
User Friendliness: 85********* 
Educational Value: 94********* 
Instructional Design: 91 ********* 




Title: Notable Phantom, The 

Company DesignWare 

Date 1984 

Price $9 95 

Age 5-10 

Computer Apple*. IBM, C64 

Conceptual Area SE/1 CP/2 
■ Musical notation pitch recognition 

Comments Uses a plastic overlay to 
Simulate a full 1 '/:> octave key- 
board for use with tnre ^ activities 
Effective m teach.ng note names and 
for playing and recoro>ng soncr. m a 
game context Mam menu is confusing, 
may require adult help to start younger child 



Final Rating: 66******* 

User Friendliness: 68****"** 

Educational Value: 80 ******** 

Instructional Design: 56****** 



ERIC 



LA - Language CP - Creative Projects 
Relations Tl = rmie NB ^ Number SL 



OT - Other'Iopics C*L " dassilication 
^ Seriation * - Version Reviewed NA 



SP - Spatiai 
Not Applieable 



75 



SOFTWARE DESCaiPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Memory skiiis 



Now You See It, Now You Don't 

Sunburst Communications inc 

1987 

S75 00 

8-11 

Apple 

OTI Cl2 4,5SP4,8 



Comments Child uses keyboard. Touch Window, or 
Muppet keyboard to select ansv^ers On disk l 
child IS shown a set of objects to memorize, 
and then must identify one of the objects On 
disk 2, child sees picture with then without 
one or more of its objects and must identify 
what's missing Some reading required 



Final Rating: 81 
User Friendliness: 72* 
Educational Value: 91 
Instructional Design: 83 



******** 



********* 



******** 




Study the picture, 

fouch KEfif to 90 on 



Title: Number BeCi 

Company BeCi Software 
Date 1983 
Price ^ SI995 
Age 3-6 
Computer 064*. VIC 20 
Conceptual Area NB-'3 
» Grouping and counting 

Comments Consists of a timed counting 

activity in which a child counts 

like or unlike objects Three levels 

of difficulty available Designed 

for low capacity (memory) computers 

Available on cassette 



Final Rating: 29 *** 

User Friendliness: 34 *** 

Educational Value: 40 **** 

Instructional Design: 20** 



Title: Number Farm 

Company DLM 
Date 1984 
Price $32 95 
Age 3-6 
Computer Apple*, C64 IBM 
Conceptual Area NB''3 4 58 
■ Counting skills 

Comments Six entertaining games 
present multiple counting 
exoeriences Feedback is effective 
One game presents counting in a 
unique way by having child count 
sounds Provides good number practice 



Final Rating: 74^****** 

User Friendliness: 62 ****** 

Educational Value: 92 ********* 

instructional Design: 73 ' 



) ******* 



2 THO - 




I..A ^ Lantiudgc CP - Creative Piojects OT - Other '!op,cs CL - Classilicalion SV Spatial 
Relations Tl = Tune NB ^ Number SI: - Senation * Version Revie\^ed NA - Not Applic-Mv 
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SOFTWARE DESCk-.'TIONS 



Title: Numbers 

Company Lawrence Hal! of Science 

Price $34 95 
Age 4-6 
Coaiputer Apple 
Conceptual Area NB/3,4.8 
■ Numeral disc , counting 

Comments Provides two activities 

Balloons — lets the child pop 

balloons in relation to a number on 

the keyboard, using spacebar and 

RETURN Secret Numbers — reveals 

parts of numerals for the child to 

identify Well-designed Best for kindergarten 



Final Rating: 58****** 
******* 



Educational Value: 7S 
Instructional Design: 41 **** 



******** 



Title: Observation and Classif . 

Company Hartley Courseware. Inc 
1985 
S35 95 
3-5 
Apple 
CL 1 24 



Date 
Price 
Age 
Computer 
Conceptual Area 



■ Classification skills 

Comments Four activities Child selects which 
object IS different from others. whiCh is 
the same size as one shown or which belongs 
to the same class as a group shown, e g . "all 
animals " Teacher options allovv control over 
sound, movement of cursor and number of plays 
per game Child selects own difficulty level 



Final Rating: 80 
User Friendliness: 70 
Educational Value: 86 
Instructional Design: 86 



******** 



******* 



********* 



********* 




Title: Odd One Out 

Company Sunburst Communications 
Date 1983 
Price $65 00 
Age 3-10 
Computer Apple*. C64 
Conceptual Area CL 1 ,2,4 
■ Matching discrimination 

Comments Consists of five games based 
on format of selecting one of fcjr boxes 
that doesn t belong Child presses 
first letter of the color of the box 
containing the odd shape, e g , B 
for blue Content accessible to teacher 



Final Rating: 74******* 

Inc User Friendliness: 58****** 

Educational Value: 84******** 

Instructional Design: 83******** 
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\c NB = Nuinbei SL 
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" Seriation 
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- Version KcMewed NA 
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ii?E DESCPTr^'lONS 



Title: OHie and Seymour 

Company Hartley Courseware. Inc 
Date 1984 
Pnce $49 95 
Age 3-up 
Connputer Apple 
Conceptual Area CL'2 SP^4.6.8TI 1 OT 1 
■ Pedestrian sc<'ety, readiness skills 

Connnnents A unique sinnulation in winch child 
uses arrow ♦ ?ys to nnove "Ollie" around a park 
and throug" he streets, where he can practice 
safe street cr ssiogs, obeying traffic sign?'s, 
or oinnes Games involve snape and color 
matching. Concentration with traff'c signs, 
and stacking and counting blocks 



' ******** 



? . pI Rating: 77' 

User Friendliness: 85^ 

Educational Value: 75 

Instructional Design: 71 



' ********* 



; ***f-**** 




Title: One Banana More 



Company 
Date 
Price 
Age 

Computer 



Data Command 

1984 

S39 95 

5-6 

Apple 



Conceptual Are ^ CL'2 NBM LA,4,5 
■ Reading readiness, countin* 

Comments Six multiple-choice activities 
in V\/h)ch a child sees an object and 
presses the numeral of a matching shape, 
letter, ^ize. word, number, or set, 
depending on the level selected hananas 
are rewards Netscape Menu requ'ires 
reading 



Final Rating: 34*** 
User Friendliness: 37**** 
Educational Value: 42**** 
Instructional Design: 26*** 
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Title: 

Company 
Date 
Price 
Age 
Computer 
Concep'ijal Area 



Ordering/Sec^jencing 

Aquanus People Materials 

1984 

$115 00 

3-6 

AopleMRS80 
St/ i 



Final Rating: 38 **** 
User Friendliness: 69 ******* 
Educational Value: 41 **** 
instructional Design: 20** 



" Senation concepts 

Comments Set ot to'jr disks Good 
graphics, content Ho vever, design 
'S Gimilar to book format Child 
presses spacebar to advance to next 
dssplay with no interaction No 
ranoom generation or branching 




LA ^- Language CP ^ Creative Projects 
Rcladon^ TI 'Yuvr NB - Niinibcr SI: 




or Other Topics Ci. - dassili' 
- Senation * - Version RevicueJ 
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ition 



SP S|M(ia! 
Not Applicable 



SOFTWARE DESCRIPTIONS 



Title: Paint With Wo--'' 

Company MECC 
Datf 1986 

Age 3-7 
Computer Apple (64K) 
Concepluai Area LA S CP 1 4 
«f Word recornition 



Final Rating: 73******* 

User Friendliness: 63****** 

Educational Value: 91 ******** 

insiruciionai Design: 69 ******* 



Comments Using mouse, joystick, or keyboard, 
child ^veates a scene by moving one cf eight 
wordb to a spot on the screef\ where it 
becomes a picture that is a part of the scene 
Scenes can oe pnnted. saved, or changed Twelve 
word-sets can be created from 1 24 words Ufonic 
voice synthesizer (optional) will say words 



Title: Pals Around Town 



Company 
Date 
Price 
Age 

Computer 



CBS Software 
1985 
$149: 
4-6 

064 



Conceptual Area SP'4 ^^.7 
■ Communit/ Explorali'"^ 

Comnents Child uses joyc.ick n tjqu, ed) 
and funCi'On keys to explore and add 
c ejects to one of five scenes, e g , a 
p.ayground. a schoolroom. Sesame street, 
Bert and trn e s house, and downtown Good 
graphics and sound Disk version takes about 
three mm' les to load Color monitor recommended 



Final Rating: 73******* 
User Friendliness: 76******** 
Educational Value: 73 *'***** 
Instructional Design: 69 ******* 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Path-Tactics 

MECC 
1986 
$55 00 

5-n 

Apple^ IBM. C64 
NB/3.5,6 



Final Rating: 69*** 

UserF ndliness: 50'"* 

Educational Valut : 91 *** 

Inotructional Design- 72*** 



« Counting, basic math facts 

Comments A strategy gaine in which chila does a math 

problem to decide how ma. ly steps a robot must 

move to get lO a finish point in the least -'^mou it 

of steps Levels range from counting to division 

(eg 63 - _ 7) Teacher options allow 

control over presentation of content Child can 

piay agamst partner or computej- Enjoyable program 



****** 



Uarr»n's turn 



@ 0 dl Mhich nUAbtr (T) 



.rFi y 



ERIC 



L.A 
Relations 



Larijiuajie 



II 



CP ^- Creauve F^rc/jccts 
Time NB - Number Sf: 



o r - Other I'opics CI. - Classification SP Sj atial 
" Senation * - Version Rc\ ie\vecl NA " Not ApplKahlc 



79 



SOFTWARE DESCRIPTIONS 



Title; Patterns and Sequences 

Company Hartiey Courseware Inc 

Price S35 95 
Age 3-6 
Computer Apple 
Cor^.ceptua! Area CL 1 SE 1 
• Matching'diS'^^imination 

Comments Contains four c'eariy 
designed activities that provide 
large objects, positive feedback, 
and multiple skiHIevels No 
reading required 



Final Rating: 72******* 
User Friendliness: 87' 



' ****#'**** 



Instructional Design: 48' 



6$ 



c ' 



Title: Peanuts Maze Marathon Final Rating: 46***** 

Company Random House Software User Friendliness: 4S***** 

Date 1984 Educational Value: 50***** 

Price S39 95 Instructional Design: 46***** 

Age 4-8 
Computer Apple" C64 IBM 
Conceptual Area TI/4 SP'4 
» Problem solving (mazes) 

Comments Peanuts cartoons animate 
themselves after the completion of 
a Simple maze Usewithihe 
keyboard is net smooth, a joystick 
IS recommended Time is kept for 
each maze 



Title: Peanuts Picture Puzzlers Final Rating: 59****** 

Company Random House Software User Friendliness: 44**^* 

Date 1984 Educational Value: 51 ***** 

Price $39 95 Instructional Design: 74******* 

Age 4-8 
Computer Apple*. C64 IBM 
Conceptual Area SP 1 
« Problem solving (puzzles) 

Comments Presents a picture to (he 
chilo. then makes a puzzle by 
dividing It into sections After 
(he chila puts all the pieces into 
the puzzle, the picture becomes ani- 
mated Entertaining program CouIg uo 
difficult for 4-year-olds to rperate however 



ERIC 



LA - I.iini!iMi:c CP ~ CrcaHvc Piojccts 01 Other Topics CL ( kissiIkmIkui SP Spati.il 
l^clatums Ti - Time NB - Nunihcr SI. - Scruition * Vcision Kwicvvcd NA N(»i Applicable 
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SOFTWARE DESCRMONS 



Title: Peter and the Wolf Music 

Company Spinnaker Software Corp 
Date 1985 
Price S39 95 
Age 3-7 
Computer Apple" C64{S24 95) 
Conceptual Area CL 2 SE 1 ,2 4 OT 1 
■ Music skills pitch and melody 

Comments Child uses joystick or arrows keys 'n 
SIX music games and one exploratory activity 
Gives practice distinguishing tones, ordenng 
notes dccording to pitch, and re-creating 
simple melodies Good design Fun to use 



Final Ratirjg: 77******** 

User Friendliness: 83******** 

Educational Value: 95-**— 

Instructional Design: 62****** 




Title: Peter Rabbit Reading 

Company Spinnaker Software Corp 

Date 1985 

Price $39 95 

Age 3-6 

Computer Apple' C64 

Conceptual Area LA 4.5 6 T> 6 
■ Letters, letter sounds, and words 

Comments Child uses arrows keys or joyst'ck to 
move Peter to his heme On the way, Peter 
matches letters, sounds and vowels Conta-^s 
four' vels Clear graphics, enjoyable 
acr,*:ies In some games words are spoken 
but voice IS hard to understand (extra 
synthesize'- not required) 



I ******** 



Final Rating: 79' 
User Friendliness: 70 ******* 
Educational Value: 94**"****' 
Instructional Design: 76******** 





Title: Picture Dictionary 

Compaf^iy D C Heath & Company 

Date 1985 

Price S45 00 

Age 5-7 

Computer Apple 

Conceptual Area LA 4 OT 1 
B Word recall and memory 



Final Rating: 53***** 

User Friendliness: 63****** 

Educational Value: 73******* 

Instructional Design: 35**** 



Comments Allows the association of 
pictures with words based on imtiai 
consonants Child can choose picture 
or type word Own pictures and words 
can be added although the process is 
difficult Uses lower-case letters 
only 



ERIC 



LA - Language CP - Creative Projects OT Other lopics CI, CKi-^m'i^.iHoii SP Sp.iiial 
Relations I'l - Time NB - Nuinhe* SI- - Ser alion * Version Keviewevl NA Noi Applicable 



SOnWkRE DESCRIPTIONS 



Title: Picture Perfect 

Company MmdPiay 

r\^*^ •%r\OA 

Price S39 95 
Age 4-up 
CompMter Apple' IBM 
Conceptual Area CP 1 LA 3 
■ Oi-aw color, and write 

Comments Child uses jcystick or mouse to 
draw points lines or boxes and to write 
text Features incluae a 72-piCture 
library, five color selections and drawing 
tool options Drawing requires going between 
two screens v^hich is difficult for young 
chilaren Pictures can be saved ana printed 



Final Rating: 79*****" 

User Friendliness: 82 ******* 

Educational value: 77 

Instructional Design: 75 



; **** r*** 
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Title: Pictures, Letters, and Sounds Final Rating: 73******** 

Company Hartley Courseware. Inc User Friendliness: 63****** 

Date 1986 Educational Value: gv******* 

Price S35 95 Instructional Design: 82******** 

Age 5-6 
Computer Apple 
Conceptual Area LA/4.5 
■ Letter recognition 

Comments Five games offer a range 
of activity Child can lype using picture 
symbols for letters (e g Saw-S), poo 
balloons, or posit.'dn X s or 0*s in a 
gameof Tsck-Tack-Toe Design allows 
child-control 



Title: Play Together Learn Together 

Company Grolier Electronic Pubhsn ng 
Date 1985 
Price S29 95 
Age 4-7 
Computer Apple^ IBM 064 
Conceptual Area 01 '2 
« introduction to computer us( 

Comments A 1 8?-page book ana aisk oesignea 
for parents to use with their child to 
help both lear ) more about the computer 
Has 36 activities covering such topics as 
the keyboard, moving the cursor, and 
Simple programs written in BASIC Ratings 
apply to the programs on the disk 



Final Rating: 44**** 

User Friendliness: 45***** 

Educational Value: 53 ***** 

Instructional Design: 38**** 



ERIC 



LA = Language OP - (Vcativc Projects OJ Other *!opKs OL - Classihcnhon SP Spatial 
Relations n Time NB Namher SIv - Scruition * - Versio n Reviewed NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Pockets and Her New Sneakers 

Company World Book Inc 
Date 1984 
Pr-ce S39 95 
Age 3-5 
Computer IBM 
Conceptual Area CL 2 
■ Sorting ana ciass'-fication sk-iis 

Comments Eight simple games \n whtch 
children use spacebar arrow keys and 
RETURN to match flowers buttons 
fish, toys or shoes Good sounds 
graphics Effective in giving child 
control NoCMI 



Final Rating: 62*'**** 
User Friendliness: 70******* 
Educational Value: 84******** 
Instructional Design: 44**** 



Title: Pockets Goes on £ Picnic 

Company World Book inc 
Date 1984 
Price S39 95 
Age 3-5 
Computer IBM 
Conceptual Area CL 2 SP 1 
■ Classification part-whole ^'elations 

Comments Six simple activities m 
wh-ch Child uses spacebar and RETURN 
to put things together by ca'egory 
(e g , food, toys) or to niatch 
parts of insects to make a whcie 
Successful !n providing chiid-contro' 
Good sounds csnd graphics NoC^v/il 



Final Rating: 61 ****** 

User Friendliness: 68***'*** 

Educational Value: 87******** 

instructional Design: 43**** 



Title: Pockets Goes on Vacation 

Company World Book ^nc 

Date 1984 

Pnce 339 95 

Age 3-5 
Computer IBM 



oonrepiual Area SP 4 
■ Positional relationships 



Final Rating: 63"*** 
User Friendliness: 74 
Educational Value: 80 
Instructional Design: 47***** 



It** It*** 



**■*■***** 



Comments Consists of one free-p a/ 
and five structured activities on 
positional relations Child uses 
arrow ^eys to move objects in out 
above^below. left<nght etc Menu 
gives child coritro! 



LA ^ Language CP Crcan\e ProfCcts vM* - Oiher lopiLs CL CKjssiliLation SV Spatial 
Rolatic Tl " Tnnc NB Nunihcr SL - Scriatuji Version Kcvicwa! NA Noi Applkablc 



SOFTWARE DESCRIPTIONS 



Title: Pockets Goes to the Carnival 

Comoany WoridBook Inc 

Dat6 ^98A 

Price S39 95 

Age 3-5 

Computer IBM 

Conceptual Area NB ? 3 CP 2 
■ Count'ng 1-1 correspondence 

Comments Six s-mple games r vvhicn 
child uses spacebar and RETURN to 
match balloons with an-mals count 
objects on the screen One activity 
a«lovvs a chila to create tones w.th 
the number keys No CM! Effective .n 
permitting ch,id-con!ro' 



) ******* 



Final Rating: 68' 
User Friendliness: 81 ******** 
Educational Value: 85 ********* 
Instructional Design: 49***** 



Title: Pockets Leads the Parade Final Rating: 75******** 

Company World Book Inc User Friendliness: 81 ******** 

Date 1984 Educational Value: ge ******** 

Price S39 95 Instructional Design: 58**'*** 

Age 3-5 
Computer IBM 
Concep.uai Area CL2SE2 
■ Pattern recognition 

Comments Ssx games featuring ( 1 ) a 
aanc.ng bear whose rnovements car- be 
ccntroued Dy pressing any letter 
key and (2) various games copying 
and recognizing patterns using 
spacebar ana RETURN Goodgrapn cs 
sound content 



Title: 

Comoany 
Date 
Pnce 
Age 
Comouter 
Conceptual Area 



Preschool Fun 

THESIS 
1980 
S25 00 
3-6 
Apple 

LA 4 CL 2 SP 4 NB 3 
■ Counting letters & matching 

Commenis Presents 1 1 games .n whc 
chiid must press Y or N to indicate 
a match Offersavv^ide vanetyof 
content through s-mpie graphics ana 
sounds Limited aesign offers 
httie iriteractfon 



Final Rating: 44**** 
User Friendliness: 38**** 
Educational Value: 45 ***** 
Instructional Design: 48 ***** 



ERLC 



LA - Language CP 
Relations Tl - Time 



- Crcah\c IVojctts 
NB - Number SI; 
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SOFTWARE DESCRIPTIONS 



Title: Prescnool IQ Build3r I 

Company PDi Sof^v\are 

Ppce S24 95 
Age 3-6 
Compjier Appie* C64 Aiar PE^* 
Conceptuai A^ea CL 2 LA 4 
8 Concepts of sa.T^e ana aiitere;" 

Comnents Coma ns seven essons 

wh.ch the child presses ine S o' L 

key toindicaie if he ^A'OobjL^^s 

on the screen are ihe san^ie or 

Cifferent Lessons range f^om cOiO^'s 

(co'or , ' .oni'Or requireo) to setters 

P''ov.ae3 i;tlie range o? cnai'enge or a-co*"'*'0 



Final Rating: 38**** 
User Friendliness: 35**"* 
Educaiionai Vaiue: 5l " 
Instructional Design: 33*** 



Title: Preschool IQ Builder II 



Company PDI Software 
Daie ^98^ 
S24 95 
3-6 

App'e' C64 PEi 
CL 2 LA 5 



Pr.ce 
Age 
Computer 
Concep'Liai Area 



■ Matching snapes nun-,bers 'eiters 

Connmenis Ccnta'^s S'X essons a 
bS'og same (ormaj of hav rg modes 
object at top of screen To rece 
sm'-eface ch»ia uses spacebar ana 
arrow Keys lo move mode' ob;ect to a 
matching m.ate at fne screen bot'O^ 
Records are kept 



Final Rating: 43**** 

User Friendliness: 41**** 

Educational Value: 48"*** 

Instructional Design: 42 **** 



Compan/ 
Date 
Pr CO 
Age 
Completer 
Conceptuai Area 



Title: Primary Editor 1.0 



IBf\/ Eai^cat ona' S/sto^-s 

1985 

S60 00 

4-6 

!BM 

LA 9 



■ Word processing 

Comments A wore processor Cn. dron 
can //rite edit print and save stor-es 
Designed to help children practice 
wntmg Pnnts in typewriter-style 
orint Two disks program and luloria' 
Menu requires readmg 



Final Rating: 56 
User Friendliness: 33 
Educational Value: 84 
Instructional Design: 63 



******** 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 

Computer 



Puss in Boot 

isSaj^d Software 

1982 

S25 00 

3-6 

ApDie 



Conceptual Area SP 4 

■ Spatial concepts 

Comments Gives practice witn 1 4 

■ positional concepts such as 
below above in out Some concepts 
not presented accurately m a two- 
dinnensional presentation Lim-ted 
content Poorlv designed Not 
recommendeo 



Final Rating: 34*** 
User Friendliness: 33*** 
Educational Value: 33*** 
Instructional Design: 35**** 



Title: 

Comoany 
Date 
Price 
Age 

Computer 



Puzzle Master 

Springboard 
1984 
S34 95 
4-up 

Apple' IBM C64 



Conceptual Area SP 1 2 CP 1 4 
■ Problem solving vpuzzles) 

Comments Child uses joystick or arrow 
keys to select one of 30 pictures or 
create ovyn. which can be scrambled and 
reassenr.bled using icons Offers n\o\s 
if needed Puzzles can be saved on disk 
Child can select puzz'es of varying 
difficulty (2-800 pieces) No Reading 



Final Rating: 84******** 
User Friendliness: 82******** 
Educational Value: 91 
Instructional Design: 81***** 



********* 



Title: Rabbit Scanner, The 

Company ECS 
Date 1986 
Price S29 95 
Age 2-5 
Computer Apple 
Conceotuai Area Tl 1 3 CL 2 
■ Eye tracking matching 

Comments A simple program designed to 
provide practice scanning Child Vs/atches 
a rabbit move across the screen and 
prcoses spacebar when the rabbit is over 
a carrot Level of challenge can be adjustea 
by changing oistractors. speed of rabbit 
starting position Requires adult setup 



Final Rating: 67******* 
User Friendliness: 58****** 
Educational Value: 83******** 
Instructional Design: 64****** 




ERIC 



i.A - Language CP ^ Creative Projects 01 - Other lopics CI. ^ Ciassilication SI^ Spatial 
Relations Tl Time NB ^ Number Sh = Seriation * ^ Version Revicued NA Not Applicable 

86 o 



SOFTWARE DESCRIPTIONS 



Title: Race the Clock Final Rating: 69**"*** 

Company MmdPiay User Friendliness: 57****** 

n<>»/^ -.(^OA C^<i^'>AiAr>»^l -70 ******* 

Price $39 95 Instructional Design: 77******** 

Age 5- 12 
Computer Apple' IBM 
Concepiuai Area LA 5 OT ' 
« Memory 

Comments Concentration game with animated 
pictures Child is given an amount of time to 
use joystick, mouse paddles or arrow 
^ to match pairs picture picture 
pic: jre word, or word v;ord Flexible 
desigri ^ ^ .vs control of difficulty 



Title: Rainbow Painter 

Company Springboard 
Date 1984 
Price S29 95 
Age 4-12 
Computer Apple' C64 
Conceptual Area CP 1 SP9 
■ Drawing 

Comments Presents an electronic 
coloring book \ .i"ie child m which 
the coio'^s can be selected and 
fil'ed in Menus are easy to use 
A free-draw option contains "mirror 
drav^'ing" act'vity Offers range of 
activities that child can control 



Final Rating: 80******** 
User Friendliness: 80******** 
Educational Value: 73******* 
Instructional Design: 86********* 



Title: Reader Rabbit Final Rating: 71 ******* 

Company The Learning Company User Friendliness: 59 ****** 

Date 1984 s^ducational Value: 87********* 

Price S39 95 Instructional Design: 71 ******* 

Age 5-7 

Computer Appl^MBMX64 Apple liGS {S59 95) 

Conceptual Area LA'A.SOT 1 
o Bas'C reaamg skills'comprehension 



Comments Four activities m which child uses 
spacebar, joystick, or paddles to match letters 
of C-V-C words unscram.ble letters to create 
words create word ladders orolayoneof 
seven levels of Concentration Uses over 200 
lower-case three-letter words Apple liGS 
version says words 



ERIC 



LA ^ Language CI* - Creative Projects OT Other Topics C L Classif icaiion SI* Spaiial 
Relanon*' Tl - Time NB ^ Number Si^ - Serialion * ~ Version ReMcwed NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Reading Comprehension: Lev. 1 

Company Houghton Mtff 'p 
Date 1988 

Age 6-7 
Computer Appie {64K) 
Conceptual Area LA 5 6 8 
» Reading comprehension skmIs 

Comments Chiid uses spacebar ai-j-ow keys and 
RETURN to page through a story in wnch com- 
Drehensic^ oues^ O'^s are asked through an Ecno or 
Cricket synthesizer (required) Uses clear female 
vo«ce To ass.st reading chiid can select and 
listen to any word :n the story Sixteen stones 
come on e-^jht disks Keeos records Gooa design 



I ******** 



Final Rating: 82' 

User Friendliness: 60 ****** 

Educational Value: 95 ********** 

insiructionai Design: 86 




Titl*?: Reading Helpers 

Company Houghton M "^'n 
1985 

S135 00 

5-6- 

Appie (64K) 
LA 1 4 6 8CL2 



Date 
Price 
Age 
Comouter 
Conceptual Area 
■ Reading S'^'Hs 



Comments Ftve disks Child presses any key to 
make selections in 1 1 games based arouna 
aecoding and encoding sight vocabulary letter 
recognition memory thinking skills matching 
V. v^rds in context and alphabetical order of 
words Content best for grade 1 and aoove 
Initial adu't nelp required 



Final Rating: 69******* 

User Friendliness: 53***** 

Educational Value: 88 ********* 

instructional Design: 70******* 




Ben the d 




Final Rating: 55******* 
User Friendliness: 56****** 
Educational Value: 69 ******* 
Instructional Design: 67 ******* 

Computer Apple 
Conceptual Area LA 4 
■ Various language skiMs 

Comments Separate activities (28) tha' 
range from matching letters to 
phonics practice (cassette interface 
available) Good management options 
allow teacher to set up lessons 
diagnose progress or keep reccds for 
up to 60 children Blocky graphics 



Title: Reading Machine, The 

Company SouthWest EdPsych Services 

Date 1982 

Pnce S59 95 



I.A - Lan^iuagc (T - Crcatix j Projcels ()T Oihcr I opics CL ClassilKaiion SI' Spatial 
Relations 11- Time NH Nunihcr SK Sciiation " Version R c\ K'ual N A Nni Applkahic 

ERIC 



SOFTWARE DESCRIPTIONS 



Title: Reading Readiness Final Rating: 32*** 

Company EMC Publishing User Friendliness: 34*** 

bate 1982 Educational Value: 52****" 

A^e 4-6 
Comp *er Apple 
Conceptual Area CL2 
■ Match ng shapes letters numerais 

Comments Child matches a model with one of 
seven by pressing a numeral key Choice of 
symbols letters or numerals available 
Feedback is smi^e frown face Ten probten-'S 
used for three activities Rigid design 
Little child-controi Not recommended 
Discontinued in 1987 



Title: Reading Starters 

Company Houghton Miffhn 

Date 1986 

Price S135 00 

Age 5-6 

Computer Apple (64K) 

Conceptual Area LA 4 5 6 7 8 CL 2 SP 4 
■ Reading skiHs 



Final Rating: 63***^** 

Usti* Friendliness: 51***** 

Educational Value: 84******** 

Instructional Design: 70******* 



Comments Child use six animals' names Deb Jip 
Sam E n Meg, and Tim to play gannes based on 
encoding and decoding, sight vocabulary letter 
recognition memory matching, alphabetizing, 
and positional words Eighteen games on five 
disks offer a broad range in content Keeps 
score Initial adult help required 



Title: Representational Play 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area LA 1 5 SP 7 
» Early language acauisition 



PEAL Software 
1985 
SI 50 00 
2-5 

Apple (64K) 



Comments Two overlays for the Muppet 

Learning Keys (required) Ch-'d first plays 

With real toys then pres^^es their pictures on the 

overlay to hear the associatea words 

in a robotic voice Requires Echo or Cricket 

synthesizer Covers 24 words Adult setup 

required 



Final Rating: 71 
User Friendliness: 62 
Educational Value: 69 
Instructional Design: 84 



******* 



******* 



******** 




LA ~ Lany.iiagc ^^V ~ (Vcanvc Projects 
Relations *I 1 "~ Tii . NH ^ Number SI: 



ERIC 



01 - Other' 
Senaiion 

89 



'opics CL - Classilicalion 
~ Version Rev lewed NA 



SP Spatial 
Not A|o^ «^al>le 



SOFTWARE DESCRIPTIONS 



Title: Rhyming to Read 

Company Groiier Electron'C Pubhshmg 
Date 198S 
Price S189 00 
Age 4-8 
Computer Apple' C64 
Conceptual Area LA 7 
■ Rhyming words 

Comments Five disks inuoducing 60 words 
m the context of several activites 
matching words to pictures, determining if 
two words rhyme (Y/N keys) finding a 
rhyming word for a given word Menus 
requirp reading Ltttia interactivity 



Final Rating: 37**** 

User Friendliness: 32 *** 

Educational value: 52----* 

Instructional Design: 32*** 

F«£SS M . B OR M TO rMK£ A RHY?C 




Title: Rumpelstiltskin 



Company 
Date 
Price 
Age 

Compute" 



Troll Associates 

1987 

S39 95 

5-8 

Apple 



Conceptual Area LA/1 0 SP'4 
■ Reading comprehension 

Comments Three games Sequencing - - child puts 
eight sentences from 'Rumpelstiltskin" m 
1 -2-3 order Tic-tac-toe - - child answers 
T/'F question to win a square Following 
Directions — child moves a marker in a scene 
according to written directions then creates 
a pattern Best for ages 6 and up Includes book 



Final Rating: 43**** 

User Friendliness: 51***** 

Educational Ve'Me: 48**'** 

Instructional Des gn: 35 **** 



A miller laid tfat hit 
■ <Jau9httr could spin stratu 
into 9old 

^ The Kin» laid, "Sptn thi» 
straw into 9old before 
morning comes 

R itranse little man said. 
'I will help «|ou * 



The milter's doiighter 
morned the king 



Uihat happened vccond'^ 
Press SPflCE BAH to choose a 
sentence, t.ien press RETURN 



Title: bbme or Different 

Company Learning Technologies Inc 
Date 1985 
Price S24 95 
Age 4-8 
Computer Apple*. C64 
Conceptual Area CL 1 .2 
■ Visual discrimination, matching 



Finai Rating: 55****** 
User Hriendliness: 45***** 
Educational Value: 68******* 
Instructional Design: 54 ***** 



Comments Child presses a number key to select 
which of four numbered objects is diffe-'ent 
from the others m some way or which of four 
objects matches one shown Menus require 
reading Offers 3 narrow range m content 
Keeps score 



ERIC 



LA ^ Language CF^ ^ Creative Pro)ccts OT Other Topics CL ( lassilicalion SP Spatial 
Relations Tl Time N'B Number SI: - Sonatton * V ersion Rescued NA Nv)t Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Shape & Color Rodeo 

Company DLM 
Date 1984 
Price S32 95 
Age 4-8 
Computer Apple* IBM C64 
Conceptual Area CL ^ 
■ Recognizing shapes ana colors 

Comments S' . ortivities Child uses 
spacebar and RETURN to select matching 
shapes c colors or to find hidden 
shapes .n a rodeo picture Lively 
graphics and sounds Menu requires 
reading For one or two players 



Final Rating: 73 
User Friendliness: 62 
Educational Va»ue: 92 
Instructional Design: 72 



******* 



********* 



******* 




Title: Shape Games Final Rating: 44**** 

Company BeCi Software User Friendliness: 39**** 

Date 1983 Educational Value: 69******* 

Price S19 95 Instructional Design: 34*** 

Age 3-6 

Computer C64\ VlC 20 

Conceptual Area SE'4CL'2 
■ Pattern recognition 

Comments Two activities on one disk 
One Is Different — child enters number 
of shape that is different from four 
others String a Bead — shows pattern 
of SIX beads of different shapes or 
colors Child selects seventh from four 
choices Biocky graphics Adult help needed 



Title: Shapes & Patterns 



Company 
Date 
Price 
Age 

Computer 



Mindscape Inc 

1984 

$49 95 

3-6 

Apple 



I ******** 



Final Rating: 66 ' 

User Friendliness: 80 

Educational Value: 72 

Instructional Design: 52 ***** 



Conceptual Area CL 1 2SE2 

« Visual discrimination cognitive skiiis 

Comments Child uses nodding heads to 
decide (1 ) if shapes shown are the 
same, (2) if there is a common shape 
among several objects, or (3) if 
pattern is correct Easy-to-use 
format Utilities provide feedback on last- 
played round and some selection of difficult\/ 'Cvel 




LA - Languaiic CP ~ Crcahvc Projects OT - Other Topics CL '''Lissihcation SP S|><uiai 
Pclations TI ~ Tinic NB - Number SL Scriation * - Vcision Kcvuwod NA Not Applicable 



SOFTWARE DESCRIPTIONS 



Title: Shutterbug's Patterns 



Company 
Dale 
Price 
Age 
Computer 
Conceptual Area CL 2 
■ Sequencing, pattern recognition 



Learning Technologies. Inc 
1985 
S24 95 
4-8 

Apple'. 064 



Comments Child sees a series of eight 
pictures and must select the ninth 
and tenth of the series Graphics are 
distracting Content is limited 



Final Rating: 36 ** 
User Friendliness: 56** 
Educational Value: 32 ** 
Instructional Design: 36 ** 




mm 









4^ 


9 





PRESS I OR a TO CHOOSE 



Title: Shutterbug's Pictures 

Company Learning Technologies Inc 
Date 1985 
Price S24 95 
Age 4^8 
Computer Apple* C64 
Conceptual Area 0T'1 
» Memory skills, reading readiness 

Comments One game in which child sees 
picture, then is flashed the same 
picture with one element missing 
Child uses the number keys to select 
the missing object No branching 



Final Rating: 61 * 
User Friendliness: 69 
Educational Value: 72 
Instructional Design: 51 



******* 



******* 




Title: Simon Says 

Company Sunburst Communications Inc 

Date 1987 

Price S65 00 

Age 6-11 

Computer Apple*, C64 

Conceptual Area OT'1 SE 4 
■ Chaining memory exercise 

Comments Child must re-create sequences of colors 

numbers, or letters, which get longer with each 

correct answer Options allow child to create 

the ong nal sequence, select the speec' with 

which it IS flashed or select the letters ui ^d 

Uses rogular keyboard, Muppet keyboard, or Touch 

Window Can be played by one to four players 



********* 
***** *** 



Final Rating: 85 
User Friendliness: 89* 
Educational Value: 87 ******** 
Instructional Design: 82 ******** 



ERLC 



i.A ^ Language CP ~ Creative Projecls 
Relations Tl ^ i ime NB - Number SI: 



OT Other fcpics CL ^ Classilication SP ^ Spatial 
^ Seriation * ^ Version Reviewed NA Not Applie^'blc 



92 



SOFTWARE DESCRIPTIONS 



Title: Size and Logic 

Company Hartley Courseware mc 
Date 1984 
Price $35 95 
Age 3-6 
Computer Apple 
Conceptual Area SE/ 1 2 4 CL 1 
■ Size discnmination. patterns 

Comments Four games in which child uses 
spacebar and RETURN to match objects 
by size, select the object that comes next 
in a series, or create a matching set 
Three levels to each game Child can use 
picture menu to select own difficulty level 
Clear graphics 



Final Rating: 77******** 

User Friendliness: 69******* 

Educational Value: 91 ********* 

Instructional Design: 75 ******** 




Title: SocPix Final Rating: 61 

Company American Guidance Service User Friendliness: 80 

Date 1985 Educational Value: 57 

Price $49 95 Instructional Design: 47 

Age 3-7 
Computer Apple 
Conceptual Area CL'2 4 
■ Classification (class membership) 

Comments Three activities on one disk 
Child uses arrow keys and spacebar 
to decide whether pictures belong to 
a given category Includes 175 pictures 
in seven categories A separate record- 
keeping program ($19 95) keeps records 
for 40 children 



****** 
******** 
****** 
*>*** 



Title: Sound Ideas: Consonants 

Company Houghton Mifflin 

Date 1 986 

Price $165 00 

Age 5-6 

Computer Apple (64K) 

Conceptual Area LA/4,5.6 
■ Consonant sounds 



Final Rating: 80******** 

User Friendliness: 79******** 

Educational Value: 88********* 

Instructional Design: 76******** 



Comments Seven disks present the th ' sh ' 
and '"ch" and 1 7 consonants There are four levels 
Child matches a sound (said in a male voice) with 
a picture, a letter, or a word by using space- 
bar and RETURN to select a box in a multiple-choice 
format Includes workbook and other materials 
Requires Echo lU- or Cricket synthesizer 



ERIC 



LA = Language Cl^ = (Vcaiivc Projccls OT Other Topics CL Clas^ilieatioii SP Spatial 
Relations I'l Tinie NB ^ Ninnl>cr SI; - Sciiation * ^ Version Rev icucci NA Not Applieahle 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Sound Ideas: Vowels 

Houghton Mifflin 

1986 

$165 00 

5-6 

Apple (64K) 
LA/4.5,6 



■ Five vowel sounds (long, short) ana y 

Comments Five disks Child uses spacebar and 
RETURN to select one of three objects with the 
same vowel sound as a picture Uses spoken (m a 
male voice) and pictorial examples to illustrate 
letter/sound correspondence Includes workbook 
and other support materials Requires Echo II -t- 
or Cricket voice synthesizer 



Final Rating: 80**** 
User Friendliness: 79' 
Educstional Value: 88 ********* 
Instructional Design: 76' 



k ******** 



' ******** 



Title: Sound Ideas: Word Attack 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Houghton Mifflin 

1987 

$174 00 

5-6 

Apple (64K) 
LA/4,5.6 



Final Rating: 72 

User Friendliness: 71 

Educational Value: 94 

Instructional Design: 62 



******* 



******* 



********* 



■ Consonant blends, clusters, and digraphs 

Comments Six disks Each disk has three parts a 
utorial. a practice session and a story Success- 
ful completion of each part is required to get to the 
next level Practice session gives child a choice of 
three games to play Story puts phonics in sentei loe 
context Workbook and suDport materials included Uses 
male voice Requires Ec,..> II + or Cncket synthesizer 




Title: Sound Tracks 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
a Making pictur 



MECC 
1984 
$55 00 
5-11 

Apple (64K) 
CP/1.2SE/1 



Comments Two activites on one disk 

(1 ) Sound Doodles t'^rns the keyboard into a 
piano Pressing a key makes a randomly placed 
colored bar, line, or picture appear 

(2) Sound Images lets child create pictures with 
blocks Each block has a tone Pictures can be 
saved on disk 



Final Rating: 74 
User Friendliness: 62' 
Educational Value: 75 
Instructional Design: 84 



******* 



******** 



******** 




Co1or:B)(jr Listrn Stop 

Or*w on £riSt fluttc on Hf I p 



ERIC 



LA =^ Language CP - Creative Projects OT ^ Other Topics CL - Classification SP Spatial 
Relations Tl = Time NB - Number SL ^ Seriation * - Version Reviewed NA - Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Space Chase 

Company EfviC Publishing 

Date 1384 

Pnce S29 95 

Age 5-10 

Computer Apple 

Conceptual Area SP''4 
■ Spatial relationships 

Comments Offers practice with spatial 
terms eg , tall/short, over'under. 
in/on Child blows up spaceship that 
lands in/on an object A wronr; answer 
destroys child s spaceship Child gets 
four ships Child presses 1 or 2 to 
select vv/ord on screen Little child-control 



Final Rating: 31 *** 
User Friendliness: 37**** 

i-uu\^ai!ut lat vatuo. 

Instructional Design: 25 *** 



Title: Space Waste Race Final Rating: 49***** 

Company Sunburst Communications. Inc User Friendliness: 44 **** 

Date 1984 Educational Value: 57****** 

Price $65 00 Instructional Design: 47***** 

Age 3-7 
Computer Apple*. Atari. TRS 80 
Conceptual Area LA^S NB/3.4 SP/4 
■ Letter/numeral recognition 

Comments Consists of an animated 
musical storybook with theme-related 
drill-and-practice activities on 
counting, letter/numeral recognition, 
and spatial concepts Redding 
required 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Spaceship Lost 

Educational Activities 

1984 

$59 95 

4-6 

Apple 

SP'3 



■ Spatial relationships 

Comments Child moves captain through 
Simple maze by typing first letter of direction 
term Reading required Two levels 
of difficulty one with captain taking 
child's perspective each time and one 
with child taking captain's perspective 
Simpie design of graphics limits the program 



Final Rating: 45** 

User Friendliness: 28** 

Educational Value: 63** 

Instructional Design: 49** 



ERIC 



LA = Language CP = Creative Proiccis OT ^ Other Topics CT, - ClassitKMiion Sl> - Spatial 
Relations 'IT = Time NB = Number Sli ^ Seriation * - Version Reviewed KA Not Ap plicable 
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SOFTWARE DESCRIPTIONS 



Title: Spatial Relationships 

Company Aquanus 

Price S29 95 

Age 3-6 

Computer Appie 

Conceptual Area SP 4 
■ Spatial reiat'onships 



Final Rating: 25*** 
User Friendliness: 33*** 
Educaiionai Vaiue: 30 
Instructional Design: 17 ** 



Comments Child moves an animat«^u 

spider in or around three boxes on screen 

using U (up) L (left). R (right) and 

D (down) keys Must read written promol 

e g 'Put Spidy mside the mediunn-sizea box 

Some content not accurate Not recommended 

Discontinued 



Title: Spetlicopter 



Cof .pany 
Date 
Price 
Age 

Computer 



Designware 
1983 
339 95 
6-10 

Appie* IBM 



C64(S29 95) 



Conceptual Area LA 5 SP ^ 
« Speihng practice 



Comments Child pilois helicopter fusing 
joystick or arrow keys) over obstacles 
to pick up scattered letters of a spell'ng 
word A sentence is given for a clue Up 
to 400 words are avaiiab'e (40 lists of 
10 words) 



Final Rating: 66*"* 
User Friendliness: 59*** 
Educational Value: 77 
Instructional Design: 64 



******** 



E u H 

YOU CAM'T CUh IH SCHOOL- 



Title: Spelling and Reading Primer 

Company EduWare 
Date 1982 
Price S39 95 
Age 4-8 
Computer Apple' IBM C64 
Conceptual Area LA 5 
■ Spelling and reading practice 

Comments Two activities Reading Prtnnor 
child uses spacebar to move cursor to 
match word with one of three line- 
drawings Spelling Primer chtidseos 
drawing ana must type in word Twenty- two 
word-lists with 350 words ranging from ptn to 
"circle " Keeps a running record for one chiio 



Final Rating: 51 ***** 

User Friendliness: 46***** 

Educational Value: 65 

Instructional Design: 48 * 



******* 



ERIC 



LA - Language CP ^ Creative Froiccts OT Other Topies C\. - ClassilKation SP Spatial 
Relations Tl ^ Time Nli Number SI: - SeriatUMi * - Version Reviewed NA Not Appiieabic 

O 
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SOFTWARE DESCRIPTIONS 



Title: Spelling Bee, The 

Company Troll Assocates 
Date I9bb 
Pnce S39 95 
Age 5-6 
Computer Appio 
Conceptual Area LA 5 
■ Spelling skills 

Comments Consists of a book d'sk ana 
cassette tape Three games (1) child 
sees three words eg fan me mine and 
selects one that is different (2) cmld 
changes word to match picture, and (3) 
chi'd matches picture to wora Reading 
required Limited content Cluttered graphics 



Final Rating: 32*" 
User Friendliness: 34*** 
Educational Value: 37"" 
Instructional Design: 24** 



Company 
Date 
Pnce 
Age 
Computer 
Conceptual Area 



Title: Starting Out: Set 1 



NTS Software 
1980 
$30 00 
3-6 

Apple' TRS80 
NB3 4 



■ Counting bas«c facts 

Comments Th;s is the first of a set of 
^ive Contains four dnll-and-practice 
games based on number concepts Dice n 
Dominoes Adding Sequences (32 _ 33 34) 
and How Many (members m a set) 
Stngle-lesson records are kept No branching 
or escape to menu 



Final Rating: 45***** 
User Friendliness: 54***** 
Educational Value: 46***** 
Instructional Design: 38**** 



Title: Stickers 

Company Springboard 
Date 1984 
Pnce S34 95 
Age 4-12 
Computer Apple IBM* C64 
Conceptual Area CP 1 4 SP 1 2 8 
a Creative activity 

Comments Us'ng arrow keys or joystick 
child moves geometric shapes on 
screen to either match existing 
patterns or create own Easy-to-use 
picture menu requires no reading 
Keyboard or joystick can be used 



Final Rating: 84******** 
User Friendliness: 75******** 
Educational Value: 86********* 
Instructional Design: 92*"***'** 




■I III ■lLkk>.lii«. 




LA ~ Language CI^ - Crealivc Projccls OT - Oilier Topics CL - Classihcalion SP - Spalial 
Relations 11 - Time NM3 - Number SL ~ Seru'lion * ~ Version Reviewed NA - Nol Applicable 



SOFTWARE DESCRIPTIONS 



Comoany 
Date 
Price 
Age 
Computer 
Conceptual Area 



Title: Stickybear ABC 



Weekly Reader SoUware 
1982 ' 
S39 95 
3-6 

AoDie* Aiar' C6-4 
LA 4 



• Letter recogni{ior> 

Comments Ch-id presses any lettor key 
to get one of two animated pictures 
related to letter Easy-to-use 
program but littie cnaiienge 
Entertainng graphics 



Final Rating: 59****** 

fjcor pf{orjHjjfjo35» 76 ******** 

Educational Value: 53 ***** 
Instructional Design: 55 ****** 




Title: 

Company 
Date 
Price 
Age 

Computer 



Stickybear Math 

Weekly Reader Software 

1984 

S39 95 

6-9 

Apple' IBM C64 



Conceptual Area NB 3 4 7 

■ Counting addition and subtract'on 

Comments A 20-ievel math program thai keeps 
names levels, scores and types of p'-obiems for 
up to 25 children Automatically tracks and 
adjusts aiff;culty level Content ranges from 
counting to three-piace vertical-oresentat.on 
subtraction with borrowing Includes poster and 
stickers Animated graphics ii'ustrate 
problems 



Final Rating: 81 

User Friendliness: 70******* 

Educational Value: 90 ********* 

Instructional Design: 82******** 





2 




+ 3 
■ 



Title: Stickybear Numbers 

Company 
Date 
Pr.ce 



Weekly Reader Software 
1982 
S39 95 



Age 
Computer 
Conceptual Area 
■ Counting 



3-6 

Apple* iBVt Atar. 
NB34 7 



C64 



Comments A conimuous ser.es of 25 
counting activitie: controlled by 
the spacebar ana number keys 
Provides good number concept rein- 
forcement, as there are 25 possible 
entertaining con^binalions NoCMI 
techniques used Limited content 



Final Rating: 64****** 

User Friendliness: 56 ****** 

Educational Value: 84******* 

Instructional Design: 59 ****** 



ERLC 



LA -= Ldnguagc CP - Crcati\cfV())ccis OT Other Topics C'L ( lassificaticm 
Relations Tl ^ I nnc NB ^ Numhcr SI; - Scriation * Version Reviewed NA 
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SP Spatial 
Not Applicable 



SOFTWARE DESCRIPTIONS 



Title: Stickybear Opposites 

Company Weekly Reader Software 
1983 
S39 95 
3-6 

Apple* Aiar. C64 
SP 4 SE 1 
'near far 



Date 
Price 
Age 
Computer 
Conceptual Area 
» Opposites e g 



Comments The Sttckybear senes oilers 
a book, a poster, and suggestons 
for extending concepts into non- 
computer contexts "Stickybear Oppo- 
S'tes ' contains 21 antonym pairs that 
are changed using the arrow keys Spacebar 
changes scene Colorful graphics and animation 



Final Rating: 73******* 
User Friendliness: 75*""*** 
Educational Value: 79***"*** 
Instructional Design: 68 ******* 



Title: Stickybear Printer 

Company Weekly Reader Softwar 
Date 1985 
Price 839 95 
Age 5-up 
Computer Aople 
Conceptual Area CP 4 01 4 
« "Printing fun for everyone 



Final Rating: 43**** 
User Friendliness: 40**** 
Educational Value: 36 **** 
Instructional Design: 49 ***** 



Comments Allows creation of caro ^ stones 
or posters Multiple-menu design requires 
reading limiting independent use by non- 
reaaers Can utilize Imagewnter 11 color 
printer A second package. St'ckybear 
Pnnter Picture Library (S39 95) conta»ns 
uvo disks of additional graphics 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Stickybear Reading 

Weekly Reader Sofl/yare 

1984 

839 95 

5-8 

Apple- IBM C64 
LA 5 8 10 



■ Word and sentence fun 

Comments Three activities Child can use 
joystick arrow keys or mouse to match 
words With picti res, complete a sentence 
or build a sentence by selecting its 
parts Graphics animate each sentence or 
word used Includes book and poster 



Final Rating: 77 

User Friendliness: 68******* 

Educational Value: 89********* 

Instructional Design: 73 ******** 



start 



Sara 



The clown 



runs beside 



>ij d c s pis* 



runs faster thitn 



a turtle 
a chicken 




LA = Language CP - Crcali\c Projccis C)T ~ Other Topics CI. - ClassifiLalfon SP Spatial 
Relations Tl ~ Time Nri ^ Number SI: Seriation * Version Re\ie\ved NA - Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Stickybear Shapes 

Company Weekly Reader Software 



I ******* 



Pnce S39 95 
Age 3-6 
Computer Apoie' Atari 
Conceptual Area SP 8 
* Shape Identification 



C64 



Comments Tne Stickybear series offers a 
book a poster, and suggestions fo^ 
extenaing concepts into no^ccmpuier 
contexts This program provaes practice 
with five common shapes in three games 
PfCkli Name It andPrnolt Paddles 
arrov/ keys, or mouse can operate program 



Final Rating: 70 
User Friendiinoss: 56****** 
Educational Value: 80 
Instructional Design: 78' 



******** 



Title: Stickybear Town Builder 

Company Vv^eekly Reader Software 
Date 1984 
Price S39 95 
Age 6-9 
Computer Apple* C64 
Conceptual Area SP'3 4.6 7 Tl 5 6CL 2 
■ Map skills 

Comments Using joystick or arrov; keys 
child makes a town by placing one of 30 
buildings on an empty map The child can 
then drive ca: to find buildings \^ a 
matching game or to find hidden keys ir^ 
the town Towns can be saved Joystick 
and color monitor recommended 



Final Rating: 80******** 

User Friendliness: 68******* 

Educational Value: 97********** 

Instructional Design: 80******** 




Comments Three activities g:ve cnifa 

practice with { 1 ) finding letters 

v^ith correct fingers (2)buiia!ng 

speed, and (3) typing stones 

Includes 30 levels of difficulty 

records scores a^d gives WPM score 

Slow key/ screen response Reading required 



Title: Stickybear Typing 

Company Weekly Reaaer Software 
1985 
339 95 
5-8 

Apple^ IBM C64 
LA 4 



Date 
Price 
Age 
Computer 
Conceptual Area 
■ Typing skiHs 



Final Rating: 42*"** 

User Friendliness: 49*"^*** 

Educational Value: 41 **** 

Instructional Design: 37**** 



ERLC 



LA - Liintiuage CP Crealj\c Projects 
Rclanons T! = Time NB - Number SI; 



or - Other Topjts CI, ClassilK.ilion SP - Spatial 
Seriation * - Veision Rc\ leued NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Creative activity 



Story Machine 

Spinnaker Sof'ware Corp 

1982 

S29 95 

5-9 

Apple'. IBM Atari C64 Tl 
LA 4 8 9 CP 4 



Comments Provides medium for child to animate 
written words By typing "the cat walks to 
the store, a cnild can nnake a cat appear and 
walk to the store Limited words are available, 
which reduces the usefulness of the program 
Stones cannot be printed but can be saved 
cndisk Reading required 



Final Rating: 69*****'* 
User Friendliness: 39**** 
Educational Value: 80 ******** 
Instructional Design: 91 ********* 



)9 Ml ^ 



THC CftT SlHCS , THE OOC RUX5 TO 
TKE CAT 

. Trft TR£E MhCES . 

^(Us« 'ESC fo run lh« s\ory again.) — 
D STORY a OICTiONftRY H DISK M CHOICES 



Title: Surrounding Patterns 

Company Strawberry Hill Software 

Date 1985 

Price S19 00 

Age 3-10 

Computer Apple'. C64 

Conceptual Area SP I .2 3 4.8.9 CP 1 4 
» Visual imagery symmetry 

Comments Chiid sees a pattern of colored 
shapes and uses joystick or arrow keys to 
copy it Seven levels are available or 
child can make own designs, which can be 
saved Program design is easy to use and 
encourages experimentat on 



Final Rating: 77******** 
User Friendliness: 75******** 
Educational Value: gs ********* 
Instructional Design: 65 ******* 




Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Sweetshop, The 

DC Heaths Company 

1983 

S60 00 

3-8 

Apple 

NB3 



Final Rating 
User Friendliness 
Educational Value 
Instructional Design 



***** 

yg ******** 
**** 

43 **** 



Number matching basic facts 



Comments Chiici moves Mr Jellybean 
with arrow keys to match numbers 
with jellybeans or select addition 
or subtraction answer No tutorial 
steps or branching All activities 
based on jellybeans, popcorn or 
ice cream themes 




LA = Language CP = Creatnc Proiects ()T - Other Topics CL - Classilication SP Spatial 
Relations Tl = Time Nf3 ~ Number SL ^ Senation * Version Reviewed NA - Not Applicable 
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SOITWARE DESCRIPTIONS 



Title; 

Company 
Date 
Price 
Age 

Computer 



TalkAbojtaWalk 

Intellectual Software 

1984 

S39 95 

4 6 

Apple 



Conceptual Area LA/1.5CL;2SP'6 
■ Classifying household objects 

Comments Two activites in which child sees 
one of 20 household items or words (spoon) 
and must place it in one of four rooms of 
a house The second aciivity shows objects 
inside or outside a house Child must 
press any key to indicate if the object 
IS in the correct place 



Final Rating: 56***** 
User Friendliness: 59***** 
Educational Value: 
Instructional Design: .6 ***** 



******* 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Talking Nouns I 

Laureate Learning Systems 

1987 

S10G 00 

.:5-up 

Apple (128K) 
LA/5. ecu 1.2 



■ Language development 

Comments On an overlay for the Touch Window 
(fequtred), child presses u picture to hear its 
name said in a clea'' female voice (Echo or 
Cncket speech synthesizer required) Other words 
diiuw oieation of s.rnple s'^ntences. e g , "You 
see the bus " Fifty nouns available Recommended 
fcr nonverbal children Aduit setup required 



Final Rating: 80 
User Friendliness: 95 
Educational Value: 87 
Instructional Design: 65 



******** 



********** 



********* 



******* 
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Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Talking Nouns II 

Laureate Learning Systems 
1987 
$100 00 
2 5-up 

Apple (128K) 
LA/5,8 CL'1. 2 



■ Language development 

Comments On an overlay for the Touch Window 
(required), child presses a picture to hear its 
name said in a clear female voice (Echo or 
Cricket speech synthesizer required) Other words 
allow creation of simple sentences, e g . "You 
see the bus " Fifty nouns available Recommended 
for nonverbal children Adult setup required 



Final Rating: 80**"^*** 

User Friendliness: 95********** 

Educational Value: 87 ' 

Instructional Design: 65 



' ********* 



******* 



□I 



ERIC 



LA = Language CP 
Relations Ti ^ Time 



= Creative l^rojects 
NB - Number SL 



OT ^ Other Topics CL ^ Classilieation 
^ Seriatuni * - Version Reviewed NA 



SP - Spatial 
Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Talking Teacher 

Company Firebiro t-icensees Ipc 
Date 1985 
Price $39 95 
Age 2-8 
Computer C64 
Conceptual Area LA/4,5,6 CL2 
■ Letter identification 



Final Rating: 76******** 

User Friendliness: 56 *'^^**** 

Educational Value: 87********* 

Instructional Design: 82******** 



Comments Three games on one disk "talk ' in a fairly 
clear man's voice No special hardware is needed 
Game 1 says and writes any letter typed Game 
2 asks child to frnd a letter on the keyboard, 
giving verbal c'ues if neces?.^^"^ Garre 3 asks 
child to identify the begin nng letter of a word 
Fast-loading Uses a two-sided disk 



Title: 

Compam 
Date 
Price 
Age 
Computer 
Conceptual Area 



Talking Textwriter 

Scholastic Software, Inc 

1986 

$149 95 

3-9 

Apple (128K). Apple liGS. IBM 
LA/3.4,5,6,7.9 CP/4 OT/4 



« Exploration of written language 

Comments A large-print word processor that says 
letters, words, or sentences as they are typed 
Requires Echo II or Cricket ($50 extra) Stories 
can be saved and printed Requires adult setup 
Comes on two disks Apple liGS and IBM versions 
do not require the Echo 



Final Rating: 80******** 

User Friendliness: 58****** 

Educational Value: 95********** 

Instructional Design: 90********* 

Lar9c Single Letters Insert 



My d09 likes to 
play uith me. I 
will throw a stick 
or a ball and she 
mill get it.| 



"£>ras* line "ft>«cc>vtr line •5>Pl»t line 



Title: Talking Verbs 

Company Laureate Learning Systems 
Date 1987 
Price $100 00 
Age 2 5-up 
Computer Apple (128K) 
Conceptual Area LA/5,8 CL/1, 2 
■ Language development 



Final Rating: 80******** 
User Friendliness: 95********** 
Educational Value: 87********* 
Instructional Design: 65 ******* 




Comments On an overlay for the Touch Window 
(required), child presses a verb picture (such as 
crying or talking) For picture pressed, word is 
said in a female voice (Echo or Cnc^^ t 
required) Forty verbs and key-phrase words 
included Adult setup required Recommended 
for nonverbal children 



LA Language CP = Creative i'rojccls 01^ = OthcrTopics CL - Classification SP ^ Spatial 
Q Relations TI = Tunc NB Number SE = Senation * Version Rtwicwed NA = Not Applicable 
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SOFTvVARE DESCRIPTIONS 



Title: Teddy and Iggy 

Company Sunburbl Cornrn'jnicaiions inc 
Date r^^*^ 
Price $65 oO 
Age 6-8 
Computer Apple*, C64 
Conceptual AfCe. CL/10T/1 
■ Sequential memory practice 

Comments Three activities on one disk Child must 
re-create order in which Teddy made his bed 
(recalling which color of sheet went on first), 
reca'l sequence in which several objects were 
flashed, or recall the order in which several boxes 
weie opened Uses keyboard, Muppel kay board, or 
Toucfi V\/inoow Requires reading, color monitor 



1 *-«****** 



Final Rating: 81 ******** 
User Friendliness: 76******** 
Educational Value: 90 ********* 
Instructional Design: 80 



Which one was... 

BCD 



first? 




U5« irroMS to J«I«t, lEFTW to fo oa. 



Title: Teddy Bear-rels of Fun 

Company DLM 
Date 1987 
Price $39 95 
Age 5-up 
Compute.- Apple*, 064 
Conceptual Area CP/1,4 LA/3SP/2 
■ Creating pictures, graphics, and stories 

Comments Child uses spacebar. RETURN, and arrow 
keys to create scenes with teddy bears Includes 
over 200 picture?, backgrounds, and props that 
a child can arrange on the screen Rather 
complex menus (a child must type CONTROL-C to 
go back) are better-suited to older children 
Work can be saved or printed in color 



Final Rating: 56 

User Friendliness: 37 

Educational Value: 74 

Instructional Design: 62 



****** 
**** 
******* 
****** 



fewv's mi SHOP 


* S« Picture 


Special ArtAArV 




0*U Disk 


Get Sticfc-cftf 


Print Opticxts 




See Ift$lr«'olioftS 


SPfCe 8f)R - fww • 


RETURN - choose 




Final Rating: 32*** 
User Friendliness: 45***** 
Educational Value: 30*** 
Instructional Design: 27 *** 

Computer Apple 
Conceptual Area N6/3 
■ Coun'iing skills 

Co.mments Presents nine scenes in which 
child counts bears (a random number 
between 1-9 dppears), "reads" poem, 
and mputs number No CMI techniques 
Very limited content Not recommended 



Title: Taddy Bears Counting Fun 

Comp? "V 3ro-Learningware 
Dd(e 1981 
Price $30 00 



LA = Language CP = Creative Projects OT - Other Topics CL - Classification SP - Spatial 
Relations TI Time NB ^ Number SL - Senation * ~ Version Reviewed NA -- Not Applicable 
O — 



SOFTWARE DESCRIPTIONS 



Title: Teddy's Playground 

Company Sunburst Connnnunications, Inc 
Date 1 985 
Price $65 00 
Age 5-9 
Connputer Apple 
Conceptual Area CL2 
■ Practice with color and shape attributes 

Connnnents Child uses joystick, mouse or 
ar^ow keys to move freely around three 
mam areas of Teddy's playground to 
arrange pieces by shape, color, or 
shading Includes supplementary materials 
Similar in design to "Gertrude's Secrets " 
Color monitor required 



Final Rating: 83******** 

User Friendliness: 84 ******** 

Educational Value: 94 ^******** 

Instructional Design: 76******'^* 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Clock practice 



Telling Time 

Orange-Cherry Media 

1984 

$39 00 

5-9 

Apple\C64 IRS 80 IBM, Atari 
11^9 



Final Rating: 34*** 
User Friendliness: 31 *** 
Educational Valu<^: 
Instructional Design: 



31 *** 

2y **** 



Pel 



Comments Provides practice with clock-reading 
skills Multiple-choice questions are 
presented concerning the time shown on a 
rough clock Child enters answer by typing 
letter Reading required A better clock- 
reading program is in "Learning About 
Numbers" by C&C Software 



Title: Tiger's Tales: A Reading Adv. 

Company Cunburst Communications inc 
Date 1986 
Price $65 00 
Age 5-7 
Computer Apple*, C64 
Conceptual Area LA/5.8 
■ Reading vocabulary & comprehension 

Cornr^ents Five interactive stories in 
which child selects pictures related 
to the siory Includes a picture/word 
matching act'vity Large, easy-to-read 
letter's Supplementary worksheets and 
activilies are included Can be used with 
Muppet Learning Keys Reading required 



Final Rating: 80******** 
User Friendliness; 66******* 
Educational Value: 94********* 
Instructional Design: 83******** 




ERLC 



!.A = Language CP - Creative hojects OT - Other Topics CL - Classil'ication SP -= SpatuI 
Relauons Tl ~ Time NB - Number SB - Seiiation * = Version Reviewed NA Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Time Master 

Company Micro Power & Light 
1980 
$29 95 
5-7 
Apple 
J19 



Date 
Price 
Age 
Computer 
Conceptual Area 
■ Clock practice 



Final Rating: 25' 
User Friendliness: 28 ' 
Educational Vaiue: 38' 
Instructional Design: 16 ' 



Comments Child must be able to read 
"set hand to half past seven" to 
use this program Hands are moved 
with arrow keys Choices are hours, 
half hours, quarter hours, minutes, 
or start and set the clock Poor 
design Not recommended 



Title: Tink's Adventure 

Company Mindscape. Inc 
Date 1984 
Price $29 95 
Age 4-8 
Computer Apple*. C54, IBM, Atari 
Conceptual Area LA/4SP/47 
■ Key location, alphabetical order 

Comments Five games on one disk, designed 
to give pracuce with alphabet order 

(e g , F,G J) and key location Games 

are played by using joystick or arrow 

keys to steer "link's" boat or helicopter 

to various islands Most games are not at 

a preschool level Color monitor recommended 



Final Rating: 41 **** 
User Friendliness: 43***** 
Educational Value: 54 ***** 
Instructional Design: 28*** 



Title: Tink's Subtraction Fair 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



M.ndscape, Inc 

1985 

$29 95 

4-8 

Apple*. C64 IBM Atari 
NB/3.7,8 0T/1 SP/7 



» Subtraction skills, concepts of money 

Comments Child uses arrow keys or joystick 
to steer "Tonk' through the midway of a 
fair As he proceeds. Tonk can stop at one 
of seven tents to play subtraction games, 
earning tokens that allow entry into game 
tents Three difficulty levels Menus 
require reading 



Final Rating: 59***** 

User Friendliness: 49***** 

Educational Value: 67 

Instructional Design: 47 



******* 




LA = Language CP = Creative Piojects OT - Other Topics CL = Classification SP S[)atial 

Relations TI = Tune NB ^ Number Sli Senation * = Version Reviewed NA ^ Not Applicable 

er|c ^6 77 

inimiiinfiTnniin 1. J. 



SOFTWARE DESCRIPTIONS 



Title: Tinka's ^flazes 

Company Mindscape !nc 

Price $29 95 
Age 4-8 
Computer Apple* IBM C64 Alan 
Conceptual Area NB '1 3,4 9 SP7 
■ Strengthen mathematical skills 

Comments Child uses joystick or arrow keys 
to stear "Tinka' through a maze to 
answer math problems and avoid obstacles 
Four levels offer practice with "more" or 
"less." single-digit addition, counting, and 
double^digit addition Many menus reuuire 
adult or reader help Best for home use 



Final Rating: 43**** 
User Friendliness: 49***** 
Educational Value: 48***** 
Instructional Design: 32*** 




Title: Tonk in the Land of Buddy-Bots 

Company Mindscape Inc 
Date 1984 
Price S29 95 
Age 4-8 
Computer Apple*. C64. IBM Atari 
Conceptual Area SP;1 5,7 OT/1 
■ Problem solving 

Comments Child uses joystick oi arrow 
keys to move "Tonk" through a 65- 
screen landscape filled with robot 
parts, sky holes, and enemy soldiers 
Along the wav. Tonk can stop to play 
one of SIX games on memory, matching and 
spatial relations Joystick use is optional 



Final Rating: 55****** 

User Friendliness: 54***** 

Educational Value: 65******* 

Instructional Design: 49***** 



WHICH ONE 15 
DIFFERENT? 

Oj^ 

fiA riS f^^ 

M t • ^ i 

rf 77 flf 



Si 



PPEfS THE NUMBE?' 



Title: Touch & Write 

Company Sunburst Communications Inc 
Date 1986 
Price $75 00 
Age 5-7 
Computer Apple 
Conceptual Area LA/4.5 
■ 'nting practice 

Comments Child touches screen (Touch 
Window required) to make letters 
Conta!ns4 stroke lessons and 19 
letter lessons, based on the Palmer 
Manuscript style Allows flexibility 
in design Child can practice strokes 
letters, or words Work can be printed 



Final Rating: 85********* 

User Friendliness: 96********** 

Educational Value: 94********* 

Instructional Design: 71 ******* 




LA Language CP - Creative Proicc^ OT ^ Olher Topics CL = Classification SP ^ Spatial 
Relations Tl - Time NB ^ Number SI: =^ Seriation * ~ Version Reviewed NA - Not Applicable 
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SOFTWARE DESCRIPTIONS 



Title: Touch and Match 

Company ECS 



Price 
Age 
Computer 
Conceptual Area 
■ CiassifiCc^ion 



1386 
S29 95 
3-6 
Apple 
CL2 4 



Comments Child needs only touch tne 
screen (Touch Window required) 
to identify identical associated, or 
different pictures among tour that 
are shown Menu requires reading 
Some setup required by adult Clear but 
limited graphics Easy for a child to use 



Final Rating: 65******* 

User Friendliness: 62****** 

Educational vaiue: 78" 

Instructional Design: 59****** 



Title: Touch and See 

Company ECS 
1986 
339 95 
4-7 
Apple 
QT 1 CL 2 



Date 
Price 
Age 
Computer 
Conceptual Area 
■ Memory skills 



Comments A memory ganne \n which 
children match six pairs of shapes, 
letters, pictures or words hidden 
in12boxes Timer shows time limit 
Child touches screen to make matches 
Touch Window required Written 
mienus 



Final Rating: 61 ****** 

User Friendliness: 59****** 

Educational Value: 80 ******** 

Instructional Design: 49***** 



■■•I 




Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Toy box 

SDL 
1986 
S10 00 
1/2-up 

C64^ Apple (128) 
Tl I CP 1 2 4 



Final Rating: 73 
User Friendliness: 84 
Educational Value: 72 
Instructional Design: 67 



iBM 



Exploration of the computer 



Comments Each keystroke puts a different 
shape, color, or special effect on the 
screen in a random position Effects 
accumulate on the screen, creating a 
composit'on that can be saved on the 
disk Fxtremeiy easy to use 



******* 



******** 



******* 



******* 



ERIC 



LA 



Language CP = Creative Proiccis OT - Other Topics CL - ClasMlicalion SI' Spatial 
kclalions Tl = Time N'B = Number SI: - Seriation ' - Version Revievsed Na Not Applical>le 
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SOFTWARE DESCRIPTIONS 



Title: Tuk Goes to Town 



Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Mindscape, l^c 

1984 

S29 95 

4-8 

Apple* C64 IBM Atar 
LA'4.5.11 SP4 



« Develops spelling and vocabulary 

Comments Seven games on one disk designed 
to give practice unscrambling or matching 
snapes or letters Games take place in 
an interactive story that feature 'Tuk' 
on his way to town Some instructions are 
confusing Games are not appropriate for the 
early childhood level Color monitor required 



Final Rating: 41 **** 

User Friendliness: 44**** 

Educational Value: 59****** 

Instructional Design: 29*** 




Title: Up & Add 'Em 



yOmpany 
Date 
Price 
Age 
Computer 
Conceptual Area 



Spinnaker Software Corp 

1984 

$9 95 

3-7 

Apple* IBM C64 
NB 1 3 4 7 



« Matching numbers 

Comments Child completes a rainbow by using 

joystick or arrow keys to match numbers 

to sets, match sets, or do simple addition 

or subtraction problems Four levels 

(9-4 = 5 most difficult) Allows high level 

of child-control IBM version comes on the 

back of the Apple disk 



Final Rating: 75******** 

User Friendliness: 82******** 

Educational Value: 86********* 

Instructional Design: 61 ****** 




Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Webster's Numbers 

EduWare 
1983 
S39 95 
4-8 

- .e*. C64 
N" j,4SP1 24 



3 Basic math concepts 

Comments Four games Ribbet - child 

moves through maze to catch numerals 

1-9 in order Balloon Race - child 

steers balloons to numerals to match 

a set Shape Up — child moves shapes 

to match a model Pushover child unscrambles 

number b'ocks Joystick or paddles required 



Final Rating: 67******* 
User Friendliness: 56****** 
Educational Value: 86********* 
Instructional Design: 65******* 
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LA = Laniiuagc CP ^ Creative Proiccls OT - Other 
Relations Tl ^ Time NB ^ Numbci SL - Scriation 



fopics CL - Chissiticalion 
' ^ Version Reviewed NA 
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SOFTWARE DESCRIPTIONS 



Title: What's in a Frame? 

Company Sunburst Comnriunications ! 
Date 1987 
Pnce S65 00 
Age 5-11 
Computer Apple 
Conceptual Area OT/ 1 CL 1 4 
■ Memory practice by context clues 

Comments Two activities Did You See This'? - 
frame shows several objects for a timed period 
Then one object at a time is shown, and chiid 
must decide if it was in the original frame 
What's in a Frame'? from given objects, child 
marks ones that were in an original frame 
Keeps records Touch Window optional 



Final Rating: 83******" 

nr User Frisndiiness: 76 ******** 

Educational Value: 86********* 

Instructional Design: 66 ******* 



Title: Word Factory 

Company Island Software 
Date 1983 
Price S25 00 
Age 3-6 
Computer Apple 
Conceptual Area CL'2 
■ Word discrimination 



Final Rating: 22** 

User Friendliness: 25*** 

Educational Value: 26*** 

Instructional Design: 12* 



Comments Chi^d uses < or > keys to 
discnminate between matching 
words Leaves child with little 
control Limited 'n content Poor 
design Not recommended 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 



Words 

Lawrence Hall of Science 

1984 

$34 95 

4-6 

Apple 

LA/4.5.8 



■ Letter disc , word experiences 

Comments Presents three games, two on letter 
recognition and one on simple sentence 
structure Kindergarten children wef-e able 
to use the Funny Letters and Words activity 
Activities effectively focus on the attributes 
of letters Best for S-yoar-olds Some 
reading used, c g . 'Press Return " 



Final Rating: 61 ****** 

User Friendliness: 49***** 

Educational Value: 88 

Instructional Design: 57*** 



********* 



LA = Language CP - CrcaCve Pn)|ccts OT = Other Topics C'L - dassijicaium SP - Spatial 
Relations Tl ^ Time NB -= Number Sli ^ Senation " ^ Version Re\ieweci NA - Not Appiicable 
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SOFTWARE DESCRIPTIONS 



Title: 

Company 
Date 
Price 
Age 
Computer 
Conceptual Area 
■ Reading skills 



Writing to Read 2.0 

IBM Educational Systems 

1982 

S580 00 

5-6 

IBM 

LA/4.5.6 



Final Rating: 45***** 
User Friendliness: sa*"** 
Educational Value: 74******* 
Instructional Design: 41 **** 



Comments A fourteen-clisk computer-based 
curriculum designed to teach reading skills 
through writing, using phonetic spelling 
Computers are only one component Eacn disk 
covers three words Child hears letter or word 
and must type Voice synthesizer required 
Ratings apply only to software 



LA - Language CP ~ Creative ProjocK ()T * Other Topics CL ' Classification SP - Spatial 
Relations TI ^ 'hme NB ^ Number SL ^ S»:nation * - Version Reviewed NA Not Applicable 
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3 

EVALUATION PROCESS 



This chapter contains the Early Childhood Software Evaluation 
Instrument that was developed to 

1 . Focu^ specifically on the early childhood category of 
software, covering issues important when working with 
three- to six-year-old children 

2. Generate numerical values in both specific and 
general categories to provide quick comparison of 
software packages 

3. Record descriptive information about specific 
programs for purposes of reconimendalion, prescription, 
and documentation 

Thirteen separate percentage scores ranging from I to 100 
are generated by the Instrument and are defmecl m Calculation ol 
a Component Score, found in this chapter, and Guide to the 
Software Descriptions, found in Chapter I . 

Terms used in the Instrument that may he unfamiliar to 
the reader have been included in the Glossary (Appendix 5). 
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EARLY CHILDHOOD SOFTWARE EVALUATION INSTRUMENT 

c 1985 High/Scope Educational Research Foundation 



Titip 

1 !IIC _ 


SUWiViARY Or RATINGS 




Mini^i'jm User Competency % 


Autnorf 


Menu Des'gn % 




Technica! Features % 




Content Presentation % 




Content Strength % 




Ease of Usp % 


Phonp 1 i \ 


Feedback % 


Phonp P ( ) 


Embedded ? ilorcements % 


natp 


CMI Techniques % 




User Friendliness % 


Prrcp 


Educational Value % 




Instructional Design % 


Notes 






OVERALL RATING % 



Computer 



-Apple n 
. Appie it - 
-Apple lie 
- Apple ilc 



- 'B^v/^ PC 

. IBW PC ir 

- Acorn 
. Adam 



C64 

C^28 

PFT 
AfTi ga 



. A'ar-600 

-Atar 1200 
. Atar' 130XE 
0!her 



TRS 30 

Macintosh 

Apple lIGS 



Peripherals 

Req. Opt. 

Keyboard 

Coior nnofvio'' 

joystick(s) 

Paddip(s) 

Mouse 

Muppel keyDoara 

Koaia Pad 

Touch VViPdow 

Voice synthesis 

Printer 

Other (specify) 



Intentions 

Specifieo oy ueveioper 

'nferred by anaiys* 

This progrann is designed :o proviae experience 

counting sf<i!is 

'etter recognition skms 

matching or aiscrmn-nation skii-s 

corrputer skills 

a n^edium for creative act' ^it/ 

List fhe specific oDiecfi-'es of the progrrir^ 



Components 

5 /:" disk 

3v "disk 

ROM cartridge 

Classfoom 

applications 

Use'' s guide 

V^arranty fttsl ternns) 



Mode of 
Interaction 

Ore! and practice 

Tutorial 

Canning 

Simulation 

Problem solving 

Open-ended divergent 



Summary of program: Provde a concse summary Qt the program s main points conient 
features, strengths and weaknesses 



Classroom Observations 



Conceptual Areas 



Check the iternis) present in the program 



LANGUAGE (LA) 

1 Describing objects events 

and relations 
2 Describing feeiings. one s ov/n 

and others' 
3 Having one s ovn spoken 

language written and read 

aloud 

4 Recognizing letters 

5 Recognizing words — 

matching written words 

6 Matching sounds and symbols 

7 Matching rhyming words 

8 Using language to specify 

actions Sit run fast slow into 

toward, etc 

9 Writing stories 

10 Following a simple (2- or 

3-step) sequence of oral or 

v/ritten directions 



NUMBER (NB) 

1 Companng amounts more 

less, same 
2 Arranging two sets of symbols 

in one-to-one correspondence 
3 Counting objects, counting by 

2s 

4 Recognizing numerals 

5 Estimating the number of 

objects 

6 Measuring (length) using units 

7 Combining groups of objects, 

taKing objects away 
8 Recognizing and naming the 

numerals 1. 2. 3 etc 



CLASSIFICATION (CL) 

1 Identifying attributes of things 

color, shape, size, function 
2 Identifying how things are the 

same or different, sorting and 

matching 
3 Describing objects in d'fferent 

/vays. sorting and re-sorting 
4 Identifying attributes an object 

does not possess, finding the 

object that does not belong to 

a set 

5- ... Holding more than one 
attribute in mino at a time 

6 Distinguishing between "all 

and "some ' 



TIME(TI) 

\ Stopping and starting an 

action on signal 
2 Observing and describing 

changes 

3 Experiencing and describing 

different rates of speed 
4 Experiencing and describing 

time intervals — long, short 

comparative terms 
5 Anticipating future events and 

making aopropnate 

preparations 
6 Identifying the order of a 

sequence of events reversing 

the order of events — before. 

after, at the same time 
7 Comparing the duration of 

events occurring at the same 

ttme — longer shorter, etc 
8 Using a timer to measure the 

duration of events 
9 Reading time from clocks and 

watches 



SPATIAL RELATIONS (SP) 

1 Fitting things together and 

taking them apart 
2 Rearranging and reshaping 

objects 

3 Identifying things from different 

points of view 

4 Expenencing and describing 

the relative positions, 
directions, and distances of 
things — inside, outside, 
above, holow, before behind 
on under tov^/ard away 

5 Identifying and naming body 

parts head. legs. arms, etc 

6 Locating things in the 

classroom or school on simple 
maps 

7 Interpreting representations of 

spatial relations m arawinys 

and Pictures 
8 Distinguishing and describing 

shapes — ci.'cie. square 

tnangle, doughnut (open & 

closed shapes) 
9 Identifying and reversing 

spatial order 
10 Identifying shapes produced 

by cuts and folds 



SERIATION (SE) 

1 M=iking comparisons - shape, 

shades of color pitch and/or 
speed 

2 Arranging several things in 

order and describing their 
relations by size color, etc 

3 Fitting one ordered set ot 

objects to another through trial 
and error 

4 Inserting objects into an 

ordered sequence 



CREATIVE PROJECTS (CP) 

1 Drawing pictures 

2 Creating sounds or music 

3 Programming 

4 Designing, changing, and 

pnnting a plan or product 



OTHER TOPICS (OT) 

1 Practicing memory skills 

2 Recognizing and naming the 

parts of the computer 
3 Typing or practicing keyboard 

skills 

4 Making signs word 

processing, or keeping 
records (Of potential use to 
preschool and kindergarten 
teachers ) 
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User Friendliness 



Minimum User Competency 

When considering the portions of tno program designed or intended for the child s use rate the 
method in which the child's answers are entered into the computer (Numbers mdicate the method s 
point-value ) 

9 Touch screen or use voice 

8 Touch any key or one key 

7 Move the cursor to a visual representation (icon) using a joystick grapmcs tablet light pen 

or mouse 

6 Use only 1 -4 keys on the keyboard consistently, e g spacebar and RETURN 

5 Move the cursor with the arrow keys 

4 Pind and press one of the number keys and'or RETURN 

3 Find and press one of the letter keys and or RE"^URN 

2 Type in a word/RETURN 

1 Press more than or.c ^ey :>imu!t?neously e g CONTROL-C 



Menu Design 

6 Picture or talking menu, touch screen to make the selection 

5 Picture or talking menu, move cursor to selection with peripheral device such as a loystiCK 

or a mouse 

^ Picture or talking menu, move cursor to selection with arrow keys/RETLiRN to make the 

selection 

3 Picture or talking menu, press specific key to make choice (e g a number key) 

2 Simple vyritten menu, with less than six choices, using large letters 

1 WrJtten menu witn more than six choices or small letters 



Technical Features 

some 

always extent never N A 

• Program instructions can be reviewed 

on the screen 

• When a child holds a key down, only one 
input IS sent to the computer, except where 

intended, such as in a drawing program 

• Getting to the part of the program to be 
used by the child ''equires only inserting a 

disk and starting the computer 

• If thee are da-a files eg vocabulary 
words, that Cw..! be changed doing so 

IS easy 

• Random generation IS a part of tne 

program's design 

• Packaging of the program is well designed 
providing storage capacity for the program 

matenals 

• Program package comes complete and 

ready-to-use 

• Program design allows for quick loading 

time and minimal disk-reading time 

• Program provides quick. obviOus move- 
ment to and from the menu 

• The tile screen sequence is not long o. 

can be bypassed 

• Color IS used 

• Animated graphics are used 

• Sound can be turned off or on from the 

program 
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Educational Value 



Content Presentation 

some 

always extent never N A 

• The concept rather than the game, 

IS the central learning outconne 

• The progrann IS enjoyable to use 

• Content IS arranged in a challenging way 

• Elements of the program are motivating 

to the child 

• This program could be of interest to users 
other than the program's target audience. 

e g , parents, older siblmgs. etc 

• Content >s applicable fo'' early childhood 

age-range 

• The child can control own sequence 

throughout the pi ogram 

• Child can e^'it the activity at 

any point 

• Language, text, or print is appropriate 

for the early childhood age-range 

• The program includes data files (e g , 

words, numbers) that can be changed 

• The program provides demonstrations 

• Practice is meaningful to the child (e g , 

geographic location, home environment) 

• The graphics 

— are not overly "cute" 

— do not detract from the program's 

overall intentions 

• Graphics do not promote unnecessary 

stimulation 

• Music/sound does not promote 

unnecessary stimulation 

• Content IS free from racial bias 

• Content IS free from ethnic biis 

• Content IS free from sexual bias 

total (19 possible) 



Content Strength 

son^.e 

always extent never N A 

• This program provides a good presentation 

of one or more conceptual areas „ 

• The program piesents a clear focus on 

one or more conceptual areas 

• The concept, rather than the game, is 

the central learning outcome 

• The program provides practice with the 

concept in differing contexts 

• Elements of the program match direct 

experiences 

• The program is enjoyable to use . 

total (6 possiDle) 
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InLsmctional Design 



EdS6 of US6 some 

always extent never NA 

• Can the child do the program the first time 
without help 



few times without help 

Does tlie child have control over 

— time allowed for problems 

— rate of display 

— order 'display 

— exiting at any time 
The written instructions 

— provide technical details for the 
program where needed 

— provide stategies for extending the 
concepts into noncomputer contexts 

— are well organized 



total ly possible) . 



Feedback ^i^^g^^ l^^^^ ^^^.^^ 

• The child is aware of when he/she makes 

an incorrect response 

• The child is aware of when he/she makes 

a correct response 

• Feedback explains/shows why responses 

are not correct 

• Feedback responses are varied 

• Feedback ts directly correlated to 

keystroke 

• Feedback is appropirate because it 

— ts nonthreatening 

— reinforces content 

— IS understood by the child 

• Feedback effectively makes use of sound 

and graphic capacities of the computer 

• A record of the child's work 

— IS kept 

— can be printed 

— IS informative 



total (12 possible) 

Embedded Reinforcements 

• Graphic reinforcements are in support of. 
or reinforce, the content or 

concepts presented 

• Sound reinforcements are in support of. 
or reinforce, the content or 
concepts presented 



total (4 possible) 

CM! Techniques 

Techniques of Computer Managed Instruction 

are not used in this convergent-style program (0 points) 

are not appliable to this divergent-style prograai (NA) 

are not applicable because the user or adult selects 

difficulty level (NA) 

are used (check those that apply — 1 point each) 

feedback is individualized to the child's response 

program helps a child understand his or her 

progress, e g . how many problems remaining 

a record of the child's work is recorded 

program is designed so that it can automatically adapt 

to an appropriate difficulty level 
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Comments oi Reviewer 
to Software Producer 
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CALCULATION OF A COMPONENT SCORE 



Thn fnllniA/inn f/^rmitlcj ic i icnri tn rnmm it^ th^ Qnantftr cmrnQ fnr nanh 

component of the program 

{Xj_Y2) X 100 - S 
n - Z 

Where 

X = Total of checks m "a'ways" column 
Y = Total of checks tn ' some extent ' column 
Z = Total of checks m the N/A column 
n = Number of items m a category (such as FeedbacK) 
S = Score for a component of the program (as a percent) 

For example 

Feedback 

• The child is aware of when he she makes an 
incorrect response 

» The child is aware of wnen he/she makes a 
correct response 

• Feedback explains/shows why responses are 
not correct 

• Feeciback responses are varied 

• FeedDack is directly correlated to keystroke 

• Feedback is appropriate because it 

— IS nonthreatening 

— reinforces content 

— IS understood by the user 

• Feedback effectively makes use of sound and 
graphic capacities of the computer 

• A record of the child's work 

~ IS kept 

— can be printed 

— IS informative 

Total ( 1 2 possible) b. 2 ^ 2i 

In ihis example 

X = 6 (Total of checks uf^der * always ) 

y = 2(Tota! of checks under some extent ) 

Z 2 (Total of checks under "N A ') 

n 12 (Numlrer of iterns under tne heading ' Feedback ) 

So. when applying the formula above. 

6 4 2-2 y 100 - 70 
12-2 

The component score (S) ^or Feedback is 70% 
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APPENDIX 1 : EARLY CHILDHOOD SOFTWARE PRODUCERS 



Advanced Ideas, inc. 

2550 Ninth Street 
Berkeley. CA 94710 
4 lb; 526-9 ^00 
Dinosaurs 

Aiphaphonics 

PO Box2^^4 

San Mateo. 94401 

415/588-8082 

Alphaget 

Astros ABCs 

American Guidance Service 

Publishers Building 
Circle Pines. MN 55014 
800/328-2560 
SocPix 

Aquarius People Materials 

PO Box 128 

Indian Rocks Beach. FL 33535 

800/338-2644 

813/595-7890 

Alpha Teach 

Counting SkiHs 

Cntter Count 

Jr Typer 

Language 

Ordering/Sequencing 
Spatial Relationships 

Artworx 

150 N Main Street 
Fairport. NY 14450 
800/828-6573 

Hodge Podge 

Monkey Math 

Bed Software 

78 Dartmouth Street 
Boston, MA 021 16 
61 7 '631 -51 16 

Fruit Tree/Gumball 

My Book 

Number BeQi 

Shape Games 



C&C Software 

5713 Kentford Circle 

WiChita KS6"7220 

316'683-6056 
Learning About Numbers 
Letters and First words 
Magic Crayon 

CBS Software 

CBS Inc . One Fawcott Place 

Greenwich CT 06836 

203^622-2500 
Astro G rover 
Big Bird's Funhouse 
Big Bird s Spec.ai Delivery 
Dr SeussFix Pu27ier 
Ducks Ahoy 
Ernie's Big Splash 
Ernie's Magic Shapes 
Grover's Ammai Adventures 
Letier-Go-Round 
Pais Around Town 

Compu-Tations 

P 0 Box 502 
Troy Ml 48099 
313/689-5059 

Early Elementary I 

Early Elementary II 

Compu-Teach 

240 Bradley Street 
New Haven CT 06511 
800/448-3224 

ABsCenes 

Arithr.iatic 

D.C. Heath & Company 

125 Spring Street 
Lexington MA 021 73 
800/225-1149 

A Great Leap 

Alphabets 

Grabbit Factory The 
Learning Line, The 
Math Maze 
Maze-0 

Not Too Messy Not Too Neat 
Picture Dictionary 
Sweet Shop The 



Data Command 

P 0 Box 548 
Kankakee IL 60901 
81 5933-7735 

Alphabet Sounds 

One Banana More 

Davidson and Associates, Inc. 

3135 Kashiwa Street 
Torrance. CA 90505 
800556-6141 
InCA. 213/543-4070 
Math and Me 

Designware, Inc. 

185 Berry Street 

San Francisco CA94107 

800572-2272 

415/546-1866 
Creature Creator 
Notable Phantom, The 
Spellicopter 

DIL International 

2025 Lavoisier Street. #180 
Sainte-Foy, Quebec 
Canada, G1V 1N6 
800/463-5581 
Extrateletactograph. The 
Mary Marvel and Willy Wiz at 

the Costume Ball 
Mary Marvel and Willy Wiz in 
the Garden 

DLM 

OneDLM Park 
Allen. TX 75002 
800/527-4747 

Alpnaoet Circus 

Animal Photo Fun 

Comparison Kitchen 

Fish Scales 

Number Farm 

Shape & Color Rodeo 

Teddy Bear-relsof Fun 

Dunamis, Inc. 

3620 Highway 31 7 
Suwanee.GA30l74 
404 932-0485 
Distributors for the 
PowerPad ($99 95) 



E.C.S. 

PO Box 4758 

Ovei land Park KS 66204 

913/831-3800 

Adventures of Jimmy Jumpe'' 

Color Find 

Rabbit Scanner 

Touch and Match 

Touch and Sec 
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Educational Activities, inc. 

PO Box 392 

{~^^^^^^» MV ■* •* r 

I I CCpUl I INI ; I OiiU 

800/645-3739 
Adventures of Dobot The 
Copycats ABC for Micro and Me 
Early Childhood Learning 

Program 
First Encounters 
First Numbers First Words 
It's Not Game 
Spaceship Lost 

Edusoft 

P 0 Box 2560 
Berkeley. CA 94702 
800/EDUSOFT 
415/548-2304 
Alphabet Song arid Count 

EduWare 

185 Berry Street 

San Fransisco. CA 94107 

800/572-2272 

415/546-1937 
Introduction to Counting 
Spelling and Reading Primer 
Webster's Numbers 

EMC Publishing 

300 York Avenue 
St Paul. MN 55 101 
800/328-1452 

Reading Readiness 

Space Chase 

Firebird Licensees, Inc. 

71 Franklin Turnpike 
Waldwick. NJ 07463 
201/444-5700 

Fantastic Animals 

Talking Teacher 

First Byte, Inc. 

2845 Temple Avenue 
Long Beach CA 90806 
800245-4525 
InCA. 800/562-11^2 

First Letters and Words 

First Shapes 



First Star Software 

18E 41st 

New York, NY 10017 
800 223-1545 
I Love My Alphabet 

Floppy Enterprises 

715 E Fillmore Avenue 

Eau Claire Wl 54701 
Floppy Letters and NumeraSs 
Floppy Match-Ups in Mazes 
Floppy Printing Practice 
Floppy Same and Different 
Floppy What Is Missing 

Grolier Electronic Publishing 

Sherman Turnpike 
Danbury. CT 06816 
800'858-8858 

Exploring Your World The 
Weather 

First Steps to Reading 

Play Togethv^r Learn Together 

Rhyming to Read 

Hartley Courseware, Inc. 

Box419 

Dimondale Ml 48821 

800.247-1380 

In Ml 517.646-6458 

Bird s Eye View 

Colors and Shapes 

Conservation and Counting 

Dr Peet s Talk/Writer 

Early Skills 

Letter Recognition 

My Words 

Observation and Classification 
Ollie ana Seymour 
Patterns and Sequences 
Pictures Lette-'s and Sounds 
Size and Logic 

Houghton Mifflin Co. 

Ed Softv^are Division 
125E Lake Street Suite 304 
Bloomingdale IL 60108 
312980-9710 

Kindermath II 

Reading Comp Level 1 

Reading Helpe:^ 

Reading Starters 

Sound Ideas Consonants 

Sound Ideas Vowels 

Sound Ideas Word Attack 



HRM Software 

1 75 Tompkins Avenue 

Pieasaniville. NY 10570 

800 431-2050 
Alice in Wonderlano 
Jack and the Beanstalk 

IBM Educational Systems 

PO Box 2150 

4111 Northside Parkway N W 
Atlanta GA?0055 
800'426-246b 

Bouncy Bee Learns Letters 1 0 

Bouncy Bee Learns Words 1 0 

Primary Editor 1 0 

Writing to Read 2 0 

Intellectual Software 

798 North Avenue Drive 

Bridgeport. CT 06606 

800'232-2224 
Developing Language Skills 
Diskovery Adding Machine 
Diskovery Take Away Zoo 
raikAbojta Walk 

Island Software 

Box 300 

LaKe Grove, NY 11755 
516/585-3755 

Letter Games 

Milk Bottles 

Puss in Boot 

Word Factory 

Jostens Learning Systems, Inc. 

600 W University Drive 
Arlington Heights, 11-60004 
Distributors of the U^cnic 
voice synthesizer 

Laureate Learning Systems 

1 10 East Spring Street 
Winooski. VT 05404 
802 655-4755 

Micro-LADS 

Talking Nouns I 

Talking Nouns II 

Talking Verbs 

Lawrence Hall of Science 

University of California 
Berkeley CA 94720 
415 642-3167 

Estimation 

MuSiC 

Numbers 

Words 
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Learning Company, The 

545 Middiefield Road Suite 1 70 
Menio Park, CA 94025 
800'852-2255 

Bumble Games 

Gertrude's Secrets 

Juggle's Rainbow 

Math Rabbit 

Moptown Parade 

Reader Rabbit 

Learning Technologies, Inc. 

4255 LBJ Freeway Suite 131 
Dallas, TX 75244 
800/238-4277 
InTX 214/385-2351 

Animal Hotel 

Bike Hike 

"lying Carpet. The 

How tv. Weigh an Elephant 

Let's Go Fishing 

Lions Workshop 

Same or Different 

Shutterbug's Patterns 

Shutterbug's Pictures 

MECC 

3490 Lexington Avenue North 
St Paul. MN 55126-8097 
612/481-3500 

Arithmetic Critters 

Counting 

Counting Critters 1 0 
EZ Logo 
First Letter ^un 
Fun From A to Z 
Money Works 
Paint With Words 
Path-Tactics 
Sound Tracks 

Micro Power & Light Company 

12820 Hillcrest Road Suite 219 
Dallas, TX 75230 
214/239-6620 

Country Combo 

Time Master 

Micro-Learningware 

PO Box 307 
Richmond, VA 23220 
507/625-2205 
Teddy Bears Counting Fun 



MicroEd, Inc. 

PO Box 24156 
Minneapolis MN 55424 
612 926-2292 

Beginning Counting 

Beginning Reading Skills 

Counting 

Early Math 

Learning the Alphabet 

Midwest Software 

Division of Zero-One Ltd 
Box 214 

Farmington Ml 48024 
313477-0897 
Kinder Koncepts MATH 

Milliken Publishing Co. 

1 fOO Research Boulevard 

St Louis MO 631 32 

3l4'991-4220 
Alien Counter & Faceflash 
Alphabetization Sequence 
Jar Gar^e& Chaos The 
Math Sequences 

MindPlay 

82 Montvaie Avenue 
Stoneham. MA 021 80 
800221-7911 

Cat n Mouse 

Cotton Tales 

Math Magic 

Picture Perfect 

Race the Ciock 

Mindscape, Inc. 

Education D:vision 
3444 Dundee Road 
Northbrook. IL 60062 
800/221-9884 312 480-7667 
InIL 800/942-7315 

Best Electronic Wora Book Ever 

Body Awareness 

Castle Clobber 

Color Me 

Counting Critters 

Fun With Directions 

Grownup and Small 

Knowing Numbers 

Letters and Words 

LOGO Power 

Many Ways to Say I Love You 
Shapes & Patterns 
Tinks Adventure 
Tinks Subtraction Fair 
Tinka s Mazes 

Tonk in the Land of Buddy-Bots 
Tul Goes to Town 



NTS Sottware 

141 W Rial^o Avenue 
Rialto CA 92376 
714 875-2968 
Starting Out Set 1 

Orange-Cherry Media 

P O Box 390 
Pound Ridge NY 10576 
800 672-6002 
Telling Time 

P.E.A.L. Software 

3200Wilshire Boulevard 
Suite ^207 South Tower 
LosAngeies CA 90010 
213'45l-0997 

Exploratory Play 

Keytalk 

Representational Play 

Paperback Software 

2612 Eighth Street 
Berkeley CA 94710 
415'644-2116 
MyABCs 

PDI Software 

95 East Putnam Avenue 
Greenwich CT 06830 
203 661-8799 

Alphabet Arcade, The 

Preschool 10 Builder I 

Preschool 10 Builder II 

Personal Touch, Corp. 

4320 Stevens Creek Boulevard 
San Jose, CA 95129 
408246-8822 
Makers of the Touch 
Window (S199 GO) 

Polarware/Penguin Software 

2600 Keslinger Road PO Box 311 
Geneva IL 60134 
312 232-1984 
Electronic Crayon Series 

PTI/Koala Industries 

269 Mount Hermon Road 
Scotts Valley CA 95066 
800 223-3022 
Koala Pad Graphics Exhibitor 
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Random House Software 

400 HahnRoad 

Westminster. MD21157 

800/638-6460 
Charlie Brown s 1-2-3's 
Charlie Browns ABC's 
Peanuts Maze Marathon 
Peanuts Picture Puzzlers 

S.D.L 

Dale Moss 
2715Cabrillo #105 
San Francisco. CA 94121 
415/221-2479 
Toybox 

Scandura Training Systems 

798 North Avenue Drive 
Bridgeport. CT 06606 
203/335-0960 

Adventures in Space 

Beginner Reader 

Scarborough 

55 S Broadway 
Tarrytown. NY 10591 
914/332-4545 
Build a Book About You 

Scholastic Software 

730 Broadway 
New York. NY 10003 
800/325-6149 
Talking Textwrrter 

Sierra On-Line 

Sierra On-Line Bidg 
Coarsegold. C A 93614 
800/356-5252 
209/683-6858 

Learning With Fuzzywomp 

Learning With Leeper 

Southwest EdPsych Services 

PO Box 1870 
Phoenix, AZ 85001 
602/253-6528 
The Reading Machine 

Spinnaker Software Corp. 

One Kendall Square 
a nbridge. MA 02 139 
800/826-0706 

Alpha Build 

Alphabet Zoo 

Delta Drawing 

Early Learning Friends 

Facemaker 

Facennaker Golden Edition 
Grandma's House 
Kids on Keys 
Kidwnter 
Kinderconnp 

Kinderconnp Golden Edition 
Peter and the Wolf Music 
Peter Rabbit Reading 
Story Machine 
Up & Add 'Em 



Springboard 

7808 Creekndge Circle 
Minneapolis, MN 55435 
800/654-6301 

Early Ganries 

Easy as ABC 

Make a Match 

Mask Parade 

Music Maestro 

Puzzle Master 

Rainbow Painter 

Stickers 

Sterling Swift 

7901 S IH-35 
Austin, TX 78744 
512/282-6840 
Music Readir^ess 

Stone & Associates 

7910 Ivanhoe Avenue. Suite 319 
LaJolla.CA 92037 
800/621-0852 #520 

Kid's Stuff 

Mennory Master 

My Letters, Nunnbers. and Woros 

Strawberry Hill Software 

202-1 1961 -88th Avenue 
Delta. British Colunnbia 
Canada V4C 3C9 
604/594-5947 
Surrounding Patterns 

Street Electronics Corp. 

1470 East Valley Road 
PO Box 50220 
Santa Barbara, CA 931 50 
805/565-1612 
Makers of the Echo and 
Cncket voice synthesizers 

Sunburst Communications, Inc. 

39 Washington Avenue POBox40 
Pleasantville. NY 10570 
800/431-1934 
In Canada 800/247-6756 
Counters 

Getting Ready to Read an J Adci 
Magic Slate 

Mennory Building Blocks 
Muppet Learning Keys 
Muppet Word Book 
MuppetsOn Stage 
Muppetville 

Now You See It. Now You Don't 

Odd One Out 

Sinnon Says 

Space Waste Race 

Teddy and Iggy 

Teddy's Playground 

Tiger's Tales A Reading 

Adventure 
Touch & Write 
What's in a Frame 



Teach Yourself by Computer 

349 W Commprcial St''eet 
Suite 1000 

E Rochester. NY 14445 
71 6''38 1-5450 
Match-On-A-Mac 

THESIS 

PO Box 147-CC 
Garden City. Ml 48135 

Math Facts Level I 

Preschool Fun 

Troll Associates 

100 Corporate Dnve 
Mahwah, NJ 07430 
800/526-5289 

Bremen Town Musicians 

I Can Count 

Magic Stnng, The 

Rumpelstiltskin 

Spelling Bee. The 

Weekly Reader Software 

10 Station Place 
Norfolk. CT 06058 
800/327-1473 
203/542-5553 

Slickybear ABC 

Stickybear Math 

Stickybear Numbers 

Stickybear Opposites 

Stickybear Pnnter 

Stickybear Reading 

Stickybear Shapes 

StickyDoar Town Builder 

Stickybear Typing 

Wescott Software 

231 6 Park Place 
Evanston, IL 60201 
312/328-1367 

Fun With Letters and Words 

Fun With Memory 

Fun With Numbers 

World Book, Inc. 

Merchandise Mart Plaza 

Chicago, IL 60654 

312/245-3456 
Come Play With Pockets 
Happy Birthday, Pockets 
Pockets and Her New Sneakers 
Pockets Goes on a Picnic 
Pockets Goes on Vacation 
Pockets Goes to *he Carnival 
Pockets Leads the Parade 
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APPENDIX 2: SOFTWARE USTING BY CONTENT AREA 



LANGUAGE 



Overall 

TitJe Concept Rating 



txpiore-a-oiory. a uiredi Leap 


■ Ldnyudyc experience 




Kl#\4 R4Af f %f ^rt\r\ KiA<^4 

iMOl 1 oo messy, inoi 1 oo iMeai 


■ LdfiyUciye eApeiletlUt; 




1 oucn oc write 


■ rririuriy prdouoc 


oo 


iveyiaiK 


■ M ueyMiiiniy iiicid^y duiiviiy 


fid 


^^a^4a9^ T^Ia^ 

oonon 1 aies 


■ vvuiu pi uucooii ly . idiiyudyc uyvciupiiiciu 


ftp 


easy as ado 


■ Lciicr icLuy nil' jfi, dipndUci orosr 


Oc. 


First Letter Fun 


■ LcUci 1 cUUy 1 lUIUfl 


Oc. 


Rill mn At \Ai Da#<\I^ 

iviuppei wora dook 


■ LtiUtJio dilU WUiUo 


ftP 
Oc. 


neaaing oomprenension . Level i 


■ ncduiny coiTipr cncribiun bKiiib 




run rrom m lo ^ 


" rMpMdiJcl or\iiio piClL'l'L'C 


ft1 


Magic oiaie 


■ vvOiu proccssiny 


O 1 


IJil 1 AMa^A ^?^AAa 

Muppeis un oiagG 


■ v^oununy bKiiib, itjiitjr recoyniuon 


O 1 


oouna loeas. oonsonanis 


■ V-/Unbundni sounob 


0\J 


CaiIA^J IaAAA* \/A%lfAlA 

oounQ laeas. voweis 


■ riVc vuwci buunub \^iuiiy, bnU'i^ diiu y 




iaiKing nouns i 


■ Ldnyudyc ucVciuunicni 


ftfi 


1 aiKing nouns ii 


■ Ldnyudye uevciopmcni 


ou 


i aiKing t eAiwriier 


■ tiApiui duut 1 ui wiiucii idiiyudyt; 


ou 


i aiKinQ verDS 


■ Ldnyudye ucv^'upiTicru 


ou 


1 iger s laies. m neaciing Muveniure 


■ ncduiny vucduuidry ot cuiTiprcricribiuri 


ou 


n« Daa4'a T'sI U' AA/>»t*Ay 

ur. reel s i aiK/ writer 


■ Ldnyudye cxpiurdiiun dnu bKM.b 


7U 
/ cJ 


neier nauoii neaQing 


■ 1 ottorc lottor cni inHc iJnri \A/nrHQ 

■ Uc^UCIo, ICllCI oUUilUo, ClilU WUlUo 


7Q 


wiy woras 


■ Ldnyudye experience 


/ 0 


nciures, Leixers, anQ oounus 


■ Leuci 1 ccuy [ iiiiui 1 


7ft 


otiCKyDear neaoing 


■ vvoru dnu sentence lun 


77 


pun wiin Lener^ana worus 


■ l_ t; Uci ( c;L«uy i liiiui i 


7Fi 


rviQ S otUlT 


■ 1^ Ol ir^tir^o cl^illc t^tt^r rO/^OO Mition 

■ ooununy bKiiib, leiier recuyniuun 


7R 


I A|l#tn A ^TAAAfcvAW 

laiKing i eacner 


" Leiier lueiuuicdnuii 


7fi 


if t A»>A 1 A f^C 

MiCrO-LAUo 


■ oynidCiic cornprenension 


7^ 
1 0 


CriA/^tr/^ni^ ^i*9V#/\n Oai*iac 

tiiecironic oiayun oeries 


■ OUiM^/UlCI L'UIUIMIU 


74 


Pirct 1 pffprc /'\ W^irHc 
• II ol L.t;llt;i o c^, .U vv Uo 




74 


Kidwriter 


■ Creating computer storybooks 


73 


Paint With Words 


« Word recognition 


73 


Bouncy Bee Learns Letters 1 .0 


■ Letter recognition 


72 


Sound Ideas: Word Attack 


■ Consonant blends, clusters and digraphs 


72 


Exploratory Play 


■ Early language acquisition 


71 


Reader Rabbit 


■ Basic reading skills/comprehension 


71 


Representational Play 


■ Early language acquisition 


71 


Best Electronic Word Book Ever 


■ Reading readiness skills 


70 


Adventures of Jimmy Jumper 


■ Prepositional concepts 


69 


Alice in Wonderland 


■ Remembering a sequence of events 


69 


Jack and the Beanstalk 


■ Word recognition, event sequence 


69 


Race the Clock 


■ Memory 


69 


Reading Helpers 


■ Reading skills 


69 


Story Machine 


s Creative activity 


69 
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Title 



Concept 



Overall 
Rating 



HipnauGl V/irCUS 


■ Letter recogmiton, alphabet order 


68 


DUIIU d DOOK MOOUl YOU 


■ Creating a book 


68 


ueners an" rirsi worus 


■ Letters initial consonants 


68 


LeuGrs ana woras 


■ Letter recognition, alphabet order 


68 


AipRaoeiizaiion oec|uence 


« Alphabetizing letter discrimination 


67 


opeiiicopi6r 


■ Spelling practice 


66 


V/ai n iviousG 


■ Relational concepts 


65 


ncauiiiy nnacnine, in& 


■ Various language skills 


65 


V/iianie Drown s Adv/ s 


■ Letter recognition & association 


64 


uentng Keaay to Reaa and Add 


» Numerals. U/L- case lettets 


63 


iViy HDV/ s 


■ Letter and num.eral recognition 


63 


neauing otarters 


■ Reading skills 


63 


ASirO S AbV/S 


■ Letter recognition skills 


62 


Douncy oee Learns woras i.u 


■ Word knowledge 


62 


11 s iMo uame 


■ Personal safety skills 


62 


i\ias on iveys 


■ Letter recognition 


62 


woras 


■ Letter disc , word experiences 


61 


1 Love My Aipnaoei 


■ Letters, alphabetical order 


59 


oiicKyocar Ado 


■ Letter recognition 


59 


Deginning Keaaing oKills 


■ Beginning reading skills 


57 


Aipna DUtiu 


■ Upper/lower-case, alphabetical order 


56 


Lener-ijO-no u n u 


■ Letter matching 


56 


Memory Master 


■ Memory skills 


56 


niiiiidiy cuiior I.u 


■ Word processing 


56 


laiK ADOut a waiK 


■ Classifying household objects 


56 


M3ze*o 


■ Spelling words 


55 


Aipnaoois 


■ Letter recognition 


54 


rioppy. Matcn*ups in Mazes 


■ Letter recognition, numerical order 


53 


ricture uictionary 


■ Word recall and mtemory 


53 


Aipnaoei oong sna v/Ouni 


■ Alphabet order, counting skills 


51 


Aipnaoei ^00 


■ Letter recognition 


51 


Aipnagei 


■ Letter recognition practice 


51 


exploring your woria. ine weather 


■ Body parts, weather words 


51 


noage roage 


■ Letter recognition 


51 


bpeiiing and Reading Primer 


■ Spelling and reading practice 


51 


Ac3Sv/enes 


■ Letter recognition skills 


50 


Drtnftn/v Dy«#«4t#«A 

Floppy, rriniing rractice 


■ Letter and numeral formation 


50 


Learning in3 Aipnaoet 


■ Matching letters, alphabetical order 


50 


opace waste Race 


■ Letter/numeral recognition 


49 


V/Opycais. adv/ tor Micro oe Me! 


■ Matching, alphabet order 


48 


Lener riecogniiion 


■ Location of letters on keyboard 


48 


rioppy. Letters o Numerals 


■ Letter recognition 


46 


iViagic oiring, i ne 


■ Reading skills 


46 


vny Leners, Numoers, ana woras 


■ Letter recognition 


46 


Dremen lown Musicians 


■ Homonyms, context clues comprehension 


45 


Writina to Rp;)H 0 n 


■ neauing skmis 


A C 

45 


Preschool Fun 


■ Counting letters, & matching 


44 


First Steps to Reading 


■ Initial consonants 


43 


Rumpelstiltskin 


■ Reading comprehension 


43 


Alphabet Arcade, The 


■ Alphabetizinn dictionary skills 


42 


Developing Language Skills 


■ Vocabulary words 


42 


Stickybear Typing 


■ Typing skills 


42 


First Numbers: Firsi Words 


■ 1 -to-1 correspondence, visual nnemory 


41 


Jr. Typer 


■ Touch typing 


41 




Title 



Concept 



Overall 
Rating 



link's Adventure ■ Key location, alphabetical order 41 

Tuk Goes to Town « Develops spelling and vocabulary 41 

Alpha Teach ■ Alphabet, initial consonants 39 

Beginner Reader ■ Rhyming words 39 

My B'^Ok ■ Writing stones 38 

Language ■ Language recognition 37 

Rhyming to Read ■ Rhyming words 37 

Letter Games ■ Letter recognition 34 

Spelling Bee, The ■ Spelling skills 32 

Alphabet Sounds ■ Letter sounds, initial consonants 29 

Early Elementary II ■ Letter recognition counting 28 



NUMBER 



Overall 

Title Concept Rating 



ERIC 



Counting Critters 1.0 


■ 


Counting and early math concepts 


81 


Stickybear Math 


■ 


Counting, addition and subtraction 


81 


Arithmatic Critters 


■ 


Counting, addition, and subtraction 


78 


Learning About Numbers 


■ 


Counting, clocks, basic math facts 


78 


Math and Me 


■ 


Shapes, patterns, numbers, and addition 


78 


Math Rabbit 


■ 


Counting, matching sets addition subt 


78 


Money Works 


■ 


Money skills 


76 


Up & Add 'Em 


■ 


Matching numbers 


75 


Number Farm 


a 


Counting skills 


74 


Learning With Fuzzywomp 


a 


Counting, matching, num order 


73 


Conservations d Counting 


■ 


Counting sktlis 


71 


Fish Scales 


■ 


Measurement 


71 


Kindercomp Golden Edition 


H 


Counting letters matching, and drawing 


70 


Counters 


■ 


Counting experiences 


69 


Diskovery Adding Machine 


a 


Counting, addition skills 


69 


Math Sequences 


a 


Number readiness 


69 


Path-Tactics 


a 


Counting, basic math facts 


69 


Diskovery Take Away Zoo 


a 


Counting, subtraction practice 


68 


Pockets Goes to the Carnival 


a 


Counting. 1-1 correspondence 


68 


Charlie Brown's 1-2-3's 


a 


Numeral recognition, counting 


67 


Knowing Numbers 


a 


Fundamental math skill practice 


67 


Webster's Numbers 


a 


Basic math concepts 


67 


introduction to Counting 


a 


Counting 


66 


Stickybear Numbers 


a 


Counting 


64 
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Counting Critters 

Arithmatic 

Counting 

Fun With Numbers 
link's Subtraction Fair 
Numbers 

Kinder Koncepts MATH 
Kindermath li 
Sweet Shop, The 
Counting 
Math Magic 
Grabbit Factory, The 
Math Maze 

Alien Counter & Faceflash 

Bumble Games 

Monkey Math 

Starting Out: Set 1 

Beginning Counting 

Early Math 

Tinka's Mazes 

How to Weigh an Elephant 

Astro-Grover 

Counting Skills 

I Can Count 

Milk Bottles 

Math Facts Level 1 

Let's Go Fishing 

Critter Count 

Teddy Bears Counting Fun 
Number BeCi 
Fruit Tree/Gumball 



■ Counting addition and subtraction 62 

■ Counting sKiiis go 
« Primary arithmetic skills 60 

■ Numeral recognition, adding and subtract 59 
a Subtraction skills, concepts of money 59 
» Numeral disc , counting 58 

■ Number and math skills 57 
a Math fundamentals 57 

■ Number matching basic facts 54 

■ Counting skills, basic facts 53 
• Math facts (add. sub mult.div) 53 
» Numerals, basic math facts 52 
= Basic math facts 52 
° Numeral recognition counting 51 

■ Plotting (x,y) points on a grid 49 

■ Basic math facts, numerical oiaer 49 
» Counting, basic facts 45 

■ Counting from 1 to 9 43 
« Counting, numerical order, basic skills 43 

■ Strengthen mathematical skills 43 

■ Estimation of weight 42 
« Counting, adding, and subtracting 41 
" Counting skills 40 
« Counting up to 10 40 

■ Comparing amounts 39 
« Counting, numeral recognition 33 

■ Counting and addition skills 36 

■ Basic math facts 34 
« Counting skills 32 
« Grouping and counting 29 

■ Counting, adding, and subtracting 28 
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SPACE 



Overall 

Title Concapt Rating 



Puz/le Master 


■ Problem solving (puzzles) 


84 


Stickybear Town Builder 


■ Map skills 


80 


Delta Drawina 


■ Drawing, progranfiiTiing concepts 


78 


SurroundiRQ Patterns 


■ Visual imagery, symmetry 


77 


Bird's Eye View 


■ Perspective and positional relationships 


73 


Pals Around Town 


■ Community exploration 


73 


Stickybear Opposites 


■ Opposites, 9, g . "near/far" 


73 


Adventures of Dobot. The 


« Problem solving, critical thinking 


70 


Dr. Seuss Fix-Up . . . Puzzler 


■ Problem solving 


70 


Fantastic Animals 


■ Part/whole relationships 


70 


Stickybear Shapes 


■ Shape identification 


70 


Grandma's House 


■ Exploring and arranging 


68 


Body Awareness 


■ Location of body parts 


64 


Pockets Goes on Vacation 


■ Positional relationships 


63 


Floppy: What Is Missing 


« Parts and wholes, body parts 


62 


Fun With Directions 


■ Perceptual and cognitive skills 


62 


Juggle's Rainbow 


■ Spatial relationships 


62 


Facemaker Golden Edition 


■ Creativity, memory, and concentration 


61 


Ernie's Big Splash 


■ Planning, predicting, problem solving 


59 


Peanuts Picture Puzzlers 


■ Problem solving (puzzles) 


59 


Tonk in the Land of Buddy-Bots 


a Problem solving 


56 


Adventures in Space 


■ Spatial relationships 


46 


Spaceship Lost 


■ Spatial relationships 


45 


Flying Carpet, The 


■ Shape recognition 


44 


Puss in Boot 


■ Spatial concepts 


34 


Space Chase 


■ Spatial relationships 


31 


Spatia! Relationships 


■ Spatial relationships 


25 



CLASSIFICATION 



Title 



Concept 



OTerall 
Rating 



Muppetville 
Gertrude's Secrets 
Teddy's Playground 
Teddy and Iggy 

Observation and Classification 
First Shapes 
OIlie and Seymour 
Peter and the Wolf Music 
Colors and Shapes 
Grover's Animal Adventures 
Make a Match 
Pockets Leads the Parade 
Odd One Out 
Match-On-A-Mac 
Shape & Color Rodeo 
Comparison Kitchen 
Patterns and Sequences 
Happy Birthday, Pockets 
Color Find 

Come Play With Pockets 

Shapes & Patterns 

Dinosaurs 

Touch and Match 

Learning Line, The 

Mary Marvel . . . Costume Bali 

Mary Marvel ... the Garden 

Pockets and Her New Sneakers 

Early Skills 

Pockets Goes on a Picnic 
SocPix 

Castle Clobber 
Moptown Parade 
Same or Different 
Lion's Workshop 
Ernie's Magic Shapes 
Preschool 10 Builder II 
Jar Game & Chaos, The 
Floppy: Same and Different 
Preschool 10 Builder I 
Shutterbug's Patterns 
One Banana More 
Reading Readiness 
Big Bird's Special Delivery 
Early Elementary I 
Country Combo 
Word Factory 



Classifying, memoiy skills 87 
Classifying and seriating 84 
Practice with color and shape attributes 83 
Sequential memory practice 81 
Classification skills 80 
Five basic shapes 78 
Pedestrian safety, readiness skills 77 
Music skills pitch and melody 77 
Color ID. visual discrimination 76 
Classifying animals 76 
Matching 75 
Pattern recognition 75 
Matching/discrimination 74 
Matching, counting, upper/lower-case 73 

Recoynizing shapes and colors 73 

Compare and categorize picture?^ 72 

Maiching/discrimination 72 

Visual discrimination 71 

Matching colors 69 

Visual memory, tracking skills 66 

Visual disc , cognitive skills 66 

Reading, math, and memory skills 65 

Classification 65 

Matching 62 

Variety of basic skills 62 

Functional intelligence, social skills 62 

Sorting and classification skills 62 

Shape and word discrimination 61 

Classification, part/whole rel 61 

Classification (class membership) 61 

Logical thinking skills 56 

Classification and seriation 55 

Visual discrimination, matching 55 

Visual discrimination 49 

Visual discrimination practice 45 

Matching, shapes, numbers, letters 43 

Probability, discrimination 42 

Visual discrimination 41 

Concepts of same and different 38 

Sequencing, pattern recognition 36 

Reading readiness, counting 34 

Matching shapes, letters, numerals 32 

Guject recognition 31 

Counting and matching 27 

Creative experience 26 

Word discrimination 22 
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SERIATION 



Overall 

Title Concept Rating 



Sizeand Logic ■ Size discripiinalion, patterns 77 

Grownup and Small • Aduit and Daby name. 68 

Notable Phantom, The ■ Musical notation pitch recognition 66 

Shape Games « Pattern recognition 44 

Ordering/Sequencing ■ Senation concepts 38 



TIME 



Overall 

Title Concept Rating 



Early Learning Friends ■ Shapes, colors, sizes, and timing 71 

Rabbit Scanner, The ■ Eye trackn matching 67 

Estimation ■ Est of length, area, & time units 64 

Creature Creator ■ Pattern matching, programming 62 

Ducks Ahoy a Logical reasoning skills 54 

Peanuts Maze Marathon ■ Problem solving (mazes) ^6 

Telling Time ■ Clock practice 34 

Time Master « Clock practice 25 
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CREATIVE PROJECTS 



Title 



Concept 



Overall 
Rating 



Color Me 
Mask Parade 
Stickers 

Rainbow Painter 

Picture Perfect 

Koala Pad Graphics Exhibitor 

Magic Crayon 

EZ Logo 

Sound Tracks 

Extrateletactograph, The 

Music Maestro 

Toybox 

Learning With Leeper 

Many Ways to Say I Love You 

Kindercomp 

Early Games 

LOGO Power 

Music 

Teddy Bear-rels of Fun 
Pacemaker 

Early Childhood . . . Program 
Stickybear Printer 
Music Readiness 



I Drawing, cioating 89 

I Creative design 84 

f Creative activity 84 

I Drawing 80 

1 Draw, coior and write 79 

' Drawing 75 

' Drawing with arrow keys 75 

Problem solving, directionality 74 

Making pictures 74 

Drawing and writing stones 73 

Practice with musical notation 73 

Exploration of the computer 73 

Counting, matching, drawing 69 

Creative aesign 59 

Matching, U/L-case practice, drawing 68 

Counting, letters, and drawing 60 

Teach 1 2 basic LOGO commands 59 

Seriation of pitch 59 

Creating pictures, graphics, and stories 56 

Pattern matching, creative activity 54 

Conceptual skill development 53 

"Printing fun for everyone" 43 

Music concepts pitch and rhythm 41 



OTHER TOPICS 



Title 



Concept 



Overall 
Rating 



Memory Buildir-^ Blocks 

Simon Says 

What's in a Frame? 

Now You Set? It, Now You Don't 

Fun With Memory 

Anima! Photo Fun 

Shutterbug's Pictures 

Touch and See 

Big Bird's Funhouse 

Animal Hotel 

Play Toge .her Learn Together 

Bike Hike 

First Encounters 



ERIC 
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Visual and aua.iory memory <m ils 


89 


■ 


Chaining memory exercise 


85 


■ 


Memory practice by context clues 


83 


■ 


Memory skills 


81 


■ 


Memory 


77 


■ 


Animals and thcir habitats 


70 


■ 


Memory skills, reading readiness 


61 


a 


Memory skills 


61 


■ 


Concentration and momory 


49 


• 


Mer^ory skills 


45 


m 


Introduction to computer usp 


44 


m 


Memory, recall of objects 


41 


M 


Computer literacy skills 


32 
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APPENDIX 3: TALLY OF SOFTWARE TITLES 
BY CONCEPTUAL AREA 



LANGUAGE — 



NUMBER 



# EXPERIENCE 


PROGRAMS (X - 1 program) 


LA 1 Describing objects, 
events, and relations 


XXXXXXXXXX(IO) 


LN2 Describing feelings, 
one's own and others' 


XXXX (4) 


LA/3 Having one's own 
spoken language 
written and read aloud 


XXXXXXXXXXXXX(13) 


LA'4 Recognizing letters 


XXXXXXXXXXXXXXXXXXXX 

xxxxxxxxxxxxxxxxxxxx 
xxxxxxxxxxxxxxxxxxxx 

XXXXXXXXXXXXXXXX(76) 


LAS Recognizing words — 
matching written words 


xxxxxxxxxxxxxxxxxxxx 

XXXXXXXXXXXXXXXXXXXX 

xxxxxxxxxxxxxxxxxxxx 

X(61) 


LA/6 Matching sounds and 
symbols 


XXXXXXXXXXXXXXXXXXX ( 1 9) 


LA 7 Matching rhyming 
words 


XXXXX (5) 


LA/8 Using language to 
specify actions sit 
run, fast, slow, into, 
toward, etc 


XXXXXXXXXXXXXXXXXX (18) 


LA'9 Writing stories 


XXXXXXXXXXXXXX(14) 


LA'lOFollowing a simple (2- 
or 3-step) sequence of 
oral or written directions 


XXX (3) 


— SERIATION — 


# EXPERIENCE 


PROGRAMS (X - 1 program) 


SE/1 Making comparisons 
— j^haoe shades of 
color, pitch, ana/or 
speed 


XXXXXXXXXXX(11) 


Gr;2 Afidngmg several 
things in order and 
describing their 
relations by size, 
color, etc 


XXXXXX{6) 


Sb3 Fitting one ordered set 
of objects to another 
through trial and error 




SE/4 Inserting objects into an 
ordered sequence 


XXXXXXXXXXX(12) 



# EXPERIENCE 


PROGRAMS (X - 1 program) 


NB/1 Comparing amounts 
more, less, same 


XXXXXXXXXXXXXXXXXX (18) 


NB/2 Arranging two sets of 
symbols in one-to-one 
correspondence 


XXXXXXXX (8) 


NB'3 Counting objects, 
counting by 2s 


xxxxxxxxxxxxxxxxxxxx 

XXXXXXXXXXXXXXXXXXXX 
XXXXXXXXXXXXXXX(55) 


NB'4 Recognizing numerals 


xxxxxxxxxxxxxxxxxxxx 
xxxxxxxxxxxxxxxxxxxx 

XXX (43) 


NB/5 Estimating the number 
of objects 


XXXXXXXX (8) 


NB/6 Measuring (length) 
using units 


XXXXX (5) 


NB/7 Combining groups of 
objects, taking objects 
away 


XXXXXXXXXXXX(12) 


NB/8 Recognizing and 
naming the numerals 

1,2,3 etc 


XXXXXXXXXXXXXXXX(16) 


— CLASSIFICATION — 


^ EXPERIENCE 


PROGRAMS (X - 1 program) 


CL/1 Identifying attributes of 
things color, shape, 
Size, function 


XXXXXXXXXXXXXXXXXXXX 
XXXXXXXXXXXXXX(34) 


CL/2 Identifying how things 
aro the same or 
different, sorting 
and matching 


xxxxxxxxxxxxxxxxxxxx 

XXXXXXXXXXXXXXXXXXXX 

xxxxxxxxxxxxxxxxxxxx 

XXXXXXXXXX(70) 


CL/3 Describing objects in 
different ways, sorting 
and re-sorting 


XX (2) 


CL/4 Identifying attributes 
an object does not 
possess finding the 
object that does not 
belong to a set 


XXXX (4) 


CL/5 Holding more than 
one attribute in mind 
at a time 


XXX (3) 


CL/6 Dis'i. "iguishing t^etween 
"all ' and "some' 





— SPATIAL RELATIONS ~ 



— TIME — 



# EXPERIENCE 


PROGRAMS (X - 1 program) 


# EXPERIENCE 


PROGRAMS (X 1 program) 


SP 1 Fitting things together 
and taking themaoart 


XXXXXXXXXXXX(12) 


11 1 Stopping and starting 
an action on signal 


XXXXXX (6) 


SP'2 Rearranging and 
reshaping objects 


XXXXXXX(6; 


Tl 2 Observing and 

describing changes 




SP'3 Identifying things from 
different points of view 


XXXX (4) 


Tl 3 Experiencing and 
describing different 
rates of speed 


XXXXXX(6) 


SP'4 Experiencing and 


xxxxxxxxxxxxxxxxxxxx 




describing the relative 
positions, directions 
and distances of things 
— inside, outside, 
above below, before 


XXXXXXXXXXXXXXXXX (37) 


Tl 4 Experiencing and 
describing time 
intervals — long, short 
comparative terms 


XXX (3) 


behind, on. under 
toward, away 




Tl'5 Anticipating future 
events and making 
appropriate 
preparations 


XXXX (3) 


SP'5 Identify rng and naming 
body parts head, legs 


XXXXXXXXXX (10) 




arnns etc 




Tl<6 Identifying the order of 
a sequence of events, 
reversing the order of 
events — before, 
after at the same time 


XXXXXX (6) 


SP6 Locating things in the 
classroom or school on 
simple maps 


XXXXX(5) 




SP/7 Interpreting 

representations of 
spatial relations in 
drawings and pictures 


XXXXXXXXXXXXXXXXX ([7j 


Tl'7 Comparing the duration 
of events occurr'ng at 
the same time — 
longer, shorter etc 




SP/8 Distinguishing and 
describing shapes — 
circle, square tnangie 
doughnut (open and 


XXXXXXXXXXXX(12) 


TI/8 Using a timer to 

measure the duration 
of events 




closed shapes) 




Tl 9 Reading! nefrom 
clocks and watches 


XXX (3) 


SP/9 Identifying and 


XX (2) 




reversing spatial order 








3P'10 Identifying shapes 
produced by 
cuts and folds 




— OTHER TOPICS ~ 






# AREA 


PROGRAMS (X = 1) 


— CREATIVE PROJECTS ~ 


OT 1 Practicing memory 
skills 


XXXXXXXXXXXXXXXXXXX 
XXXXXXXXXXXXX(C4) 


# AREA 


PROGRAMS (X 1) 


0T2 Recogni^^inq and 
naming the parts 
of the comouter 


X(1) 


CP'1 Drawing pictures 


XXXXXXXXXXXXXX(14) 


CP/2 Creating sounds or 
music 


XXXXXXXXX (9) 


0T3 Typing or keyboarding 
practice 


XXX (3) 


CP/v3 Programming 


XXXXXXXX(8) 


0T4 Making Signs word 
processing or keeping 
records (Of potential 
use to preschool and 
kindergarten teachers ) 


XXXXXXXX (8) 


CP/4 Designing changing, 
and printing a plan 
or product 


xxxxxxxxxxxxxxxxxxxx 

XXXXXXXX (29) 





ERIC 
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APPENDIX 4: SOFTWARE LISTING BY COMPUTER BRAND 



APi'LE (250 titles) 



Overall 

Title Computer (* = version reviewed) Rating 



ASsCenes 


Apple', IBM Mac 


50 


Adventures in Space 


Apple 


46 


Adventures of Dobot, The 


Apple' IBM C64 


70 


Adventures of Jimmy Jumper 


Af^Dle 


69 


Alice in Wonderland 


App'e 


69 


Alien Counter & Faceflash 


Apple' Atari 


51 


Alpha BuHd 


Apple' IBM, C64 (cartridge) 


56 


Alpha Teach 


Apple 


39 


Alphabet Arcade, The 


Apple* C64 Atari 


42 


Alphabet Circus 


Apple'. IBM.C64 


68 


Alphabet Song and Count 


Apple 


51 


Alphabet Sounds 


Apple 


29 


Alphabet Zoo 


Apple' IBM C64 


51 


Alphabetization Sequence 


Apple 


67 


Alphabots 


Apple 


54 


Alphaget 


Apple 


51 


Animal Hotel 


Apple 


45 


Animal Photo Fun 


Apple 


70 


Arithmatic 


Apple* IBM, Mac 


60 


Arithmatic Critti s 


Apple (64K) 


78 


Astro's ABCs 


Apple 


62 


Astro-Grover 


Apple C64' 


41 


Beginner Reader 


Apple 


39 


Best Electronic Word Book Ever 


Apple* C64 


70 


Bike Hike 


Apple* C64 


41 


Bird's Eye View 


Apple* IBM 


73 


Body Awareness 


Apple 


64 


Bremen Town Musicians 


Apple 


45 


Build a Book About You 


Apple 


68 


Bumble Games 


Apple 


49 


Castle Clobber 


Apple IBM'.C64 Atari 


56 


Cat 'n Mouse 


Apple' IBM 


65 


Charlie Brov;n's 1-2-3' s 


Apple 


67 


Charlie Brown's ABC's 


Apple*, C64 IBM 


64 


Color Find 


Apple 


69 


Color Me 


Aople' IBM C64 


89 


Colors and Shapes 


Apple 


76 


Comparison Kitchen 


Apple' IBM 


72 


Conservation and Counting 


Apple 


71 


Copycats: ABC for Micro & Me! 


Apple' C64 


48 


Cotton Tales 


Apple 


82 


Counters 


Apple 


69 



Title 



Computer (* version reviewed) 



Overall 
Rating 



Counting 
Counting Critters 
Counting Critters 1.0 
Counting Skills 
Country Combo 
Creature Creator 
Critter Count 
Delta Drawing 

Developing Language Skills 
Dinosaurs 

Diskovery Adding Machine 

Diskovery Take Away Zoo 

Dr. Peet's Talk/Writer 

Dr. Seuss Fix-Up . . . Puzzler 

Early Childhood . . . Program 

Early Elementary 1 

Early Elementary II 

Early Games 

Early Skills 

Easy as ABC 

Electronic Crayon Series 

Estimation 

Exploring Your World: The Weather 
Exploratory Play 
Explore-a-Story : A Great Leap 
Extrateletactograph, The 
EZ Logo 
Pacemaker 

Pacemaker Golden Edition 

Fantastic Animals 

First Encounters 

First Letter Fun 

First Letters and Words 

First Numbers: First Words 

First Shapes 

First Steps to Reading 

Fish Scales 

Floppy: Letters & Numerals 

Floppy: Match-ups in Mazes 

Floppy: Printing Practice 

Floppy: Same and Different 

Floppy: What Is Missing 

Flying Carpet, The 

Fun From A to Z 

Fun With Directions 

Gertrude's Secrets 

Getting Ready to Read and Add 

Grabbit Factory, The 

Grandma's House 

Grownup and Small 

Hodge Podge 

How to Weigh an Elephant 

I Can Count 

I Love My Alphabet 



IBM,C64 Alan 



Appie*. C64 
Apple 

Apple (64K) 
AppleMRS 80 
Apple 

Apple*. IBM 
Apple 

Apple. IBM* C64* 
Apple 

Apple*. IBM C64 
Apple 
Apple 
Apple 

Apple C64* 
Apple*, C64 
Apple* Atari, IBM 
Apple 
Apple* 
Apple 

Apple*. Mac, IBM. C64 
Apple* (128K), IBM.C64 
Apple 

Appie^ C64 

Apple (64K) 

Apple (128K) 

Apple II 4- or lie (not lie) 

Apple (64K) 

Apple, IBM%C64 Aian 

Apple*. Amiga 

Apple*, IBM,C64 

Apple 

Apple (64K) 
Apple liGS*. 
Apple*. C64 
Apple !!GS*. 
Apple*. C64 
Apple 
Apple 
Apple 
Apple 
Apple 
Apple 

Apple*, C64 
Apple (64K) 
Apple 

Apple* IBM' 
Apple. IBM- 
Apple 

Apple*. C64, Alan 
Apple 

Apple*. C64. IBM Atari 
Apole*. C64 
Apple 

Apple'. C64 Atari 



Mac. Arriiga Atari ST 
Mac Amiga, Atari ST 



*. C64 

. Atari C64* 
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53 

62 

81 

40 

26 

62 

34 

78 

42 

65 

69 

68 

79 

70 

53 

27 

28 

60 

61 

82 

74 

64 

51 

71 

90 

73 

74 

54 

61 

70 

32 

82 

74 

41 

78 

43 

71 

46 

53 

50 

41 

62 

44 

81 

62 

84 

63 

52 

68 

68 

51 

42 

40 

59 
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Title 



Computer (* version reviewed) 



Overall 
Rating 



IntroHi if^tinn ff\ r^oiintinn 
If iiruuuuiiuii lu v^wuiiiiiiij 




66 






KJc. 


. ci. ;ntr D6anolaiK 


A rsr^ lo 




for ^omA ic. Ohoric Tho 
Oar V3aiTi6 <x OflaUo, 1 ne 


Annip' At^^ri 

MppiC , AAlCll 1 




or. 1 yp"! 


Mppib , I no ovj 


*^ 1 


OUg^lc s nainuuw 






fVcy idlK 






IVIU o oIUTT 


IDIVI , Mppic, Midi! O 1 


/ u 


ixlUo UN ivcyo 


AnnIp* IRNyl Pfid AtPin 

AAJJJJIC < ILJIVI, V^vJ*T AAlCli 1 


KJc. 


iviuwriier 




1 o 


iviiiucr rxuiiuc^io ivim i n 


AnnIp* Pfi/1 PFT 




iviiiucruuiiip 


AnnIp IRM' Pfid AiPin 




fxiiiucruuiiip ouiucii cuiiiuii 


Ann|p* IRN/I 


70 


fviiiucriiiciiii 11 


AnnIP (PidK) 




ivnowing nuiTiDers 


A r"« 1 Q 
Mppiy 


fi7 


iVUdla ■ clU \jiic«pillUo CAflluilui 


AnnIp Hp" II 4- lR^yl 

AAfJfJiC lie; , 11 ^ lUwl 


7fi 


Language 


AnnIp* TRC; QH 


'^7 


Learniny adoui numuers 


AppiG 


7R 


ucarillliy Ulllc, 1 lie 


AnnIp 

AAppiC 




L6arniny wiin ■ u^zywurnp 


Annip* Pfizl 


7^ 


L.CCII lllllij VVlllI l-CC^Ci 


AnnIp* PR/1 At;^n 




L.cl o UO rloillliy 


AnnIp' Pfi/1 






AnnIp 




1 A^Ar DA^/^nntf i/\n 

Leuer necogniiion 


AnnIp 


4ft 


L.cllcro dliu 1 ilol VvUiUo 


AnnIp 




L.6ii6ro dnu vvorus 


A nntp 


Fift 


Lion s vvorKonup 


Ann'p* Pfi/l 


4Q 


1 f\f^r\ D/\uifAr 

nower 


Mppic 




ividyiu widyuii 


AnnIp 
Mppic 


7S 


mdyiC Old'.e 


A nn lp 
MUpic 


ft1 

U 1 


ividyiu oiiiiiy, 1 lie 


AnnIp 


4Fi 


IVidKe d iVldlCn 


AnnIp' IR\y1* At;^ri 

MppJc IDtVi , Midi! 


7^ 
/ o 


ividny Wdys lo ody i uove tuu 


Annip PP/l* 
MppitJ 




Mart/ Msrvol r^nctiirYiP R?)ll 
ividiy iVidi vci ... ov/oiuiiit; dciii 


AnnIp 




iVidry mdrvei . . . ins udioen 


A r^r^ Ip 
Mppic 




iViaSK rdldOe 


AnnIp' lR^y1 Pfi4 


84 


MofKi anH Ma 

Main dnu ivie 


AnnIp M 
Mppit? \ ' <::Ors, ; 


7ft 


main raClS L.eV6l i 


Mppit? 


?ft 


IVldin mayiu 


AnnIp* IRM 




Math Ma70 
IVldin mdze 


AnnIp* IRM A^^n 


SP 


Math Rahhit 
main ndPPil 


AnnIp* IRK/I 


7ft 


Moth QAniiAn^AC 

nndin octiuciiuco 


A nnlp 
Mppic 


FiQ 




AppiG 


55 


Memory Building Blocks 


ApptG 


89 


Micro*LADS 


AppiG 


75 


Milk Bottles 


AppiG 


39 


Money Works 


AppiG (128K) 


76 


Monkey Math 


AppiG*, C64. Atari 


49 


Moptown Parade 


AppiG^ IBM^ C64 


55 


Muppet Word Book 


AppiG 


82 


Muppets On Stage 


AppiG* tBM, C64 


81 
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Title 



Computer (* - version reviewed) 



Overall 
Rating 



iviuppeiviJie 


Apple 




87 


iViUolw 


Apple 




59 


mtlolw iViClcoiru 


Apple IBM 


064 Alan 


73 


MUSIC Heaainess 


Apple 




41 


iviy uciitriO) iMurriDero) anu vVOrCiS 


IBM*, Apple 


Atari ST 


46 


ifiy vvuruo 


Apple (64K) 




78 


l^Ul 1 UU mcooy, i>|Ol 1 OO iMGal 


Apple 




8Q 


niuiduit^ rnaniorri) i riG 


Apple'. IBM 


064 


bb 


Klntju Yah Qoo It K]/\ui V/mi r^/>n'4 
iMUW 1 UU oee {i) niow YOU L/On I 


Apple 




81 


i^iuiiiuci rariii 


Apple', 064 


IBM 


74 


Kli 1 mKAfC 


Apple 




58 


wUocrVallUii anQ V/laSSlT. 


Apple 




80 


OHH Ono Oi it 
wuu wne wuX 


Apple' 064 




74 


Willi; dnu osymour 


Apple 




77 


wiie Danana iViore 


Apple 




34 


OrHori nn/Q oni 1 An inrt 

vyrui;riiiy/oci,f uenciny 


Apple', TRS80 


38 


Pilint With \A/nrHc 
nallll vviin Yvorus 


Apple (64K) 




73 


rain* 1 aCilCS 


Apple', IBM, 


064 


69 


Dsstfornc onH QAmtAn/«AC 
nallcriloanu 06v]U6nC6o 


Apple 




72 


Dossniitc Uick'ya lLJIorofl^r\n 
ncdilulo ma^c marainon 


Apple', 064 


IBM 


46 


Postniitc Pif^tiiro Dii77!arc 
ncdlltllo nlwIUlc f^UZiClcro 


Apple*, 064, 


IBM 


59 


Do tor onH tHo H/li i ct/« 


Apple*, 064 




77 




Apple*, 064 




79 


n lulUlc L/iwIIUIldiy 


Apple 




53 


Pif^t 11 ro Dorfoot 


Mppie , IDM 




79 


Pfpttiro^ 1 otforc onH Q/\iirtHc 


Apple 




78 


Plstl/ T/lnothoi* 1 osrn T/^notK>ar 

ridy 1 uyciiici Lcani 1 oyeiner 


Apple', IBM 


064 


44 


PrpQrhnnl Pun 


Apple 




44 


nic;oUilUUl iV4 DUIIQBr 1 


Apple', 064 


Atari PET' 


38 


ProCphAAl lO RiitlHor II 


Apple*, 064 


PET Tl 


43 


ntloo in DUUl 


Apple 




34 


Pil77lo Mactor 


Apple'. IBM 


064 


84 


DoHhit ^p^nnor Tho 


Apple 




67 


R^rp tho Pinrlr 
ndwc lilc wiuui\ 


Apple*, IBM 




69 


RsiinHAiAf Dsitntoi* 
ndiiiuvw noiiiicr 


Apple'. 064 




80 


ncdUci rldUUIl 


Apple' IBM, 


064 Apple liGS 


71 


RosHtnn r^/\ryim*ohonct/\n* t At/Al i 
ncduiiiy wUlf iprcllcllolUII* 1.CV6I i 


App,e(64K) 


82 


ncduiiiy ncfpero 


Apple (64K) 




69 


ncdUlliy mduilllll;) i nt; 


Apple 




65 


Rp^Hinn RpsHinpcc 
ricdUiliy ricdUlllcoo 


Apple 




32 


ReadinQ Starters 


Apple (64K) 






Representational Play 


Apple (64K) 




71 


Rhyming to Read 


Apple' 064 




37 


Rumpelstiltskin 


Apple 




43 


Same or Different 


Apple' 064 




55 


Shape & Color Rodeo 


Apple', IBM. 


064 


73 


Shapes & Patterns 


Apple 




66 


Shutterbug's Patterns 


Apple' 064 




36 


Shutterbug's Pictures 


Apple' 064 




61 
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Overall 

Title Computer (* - version reviewed) Rating 



Simon Says 


Apple*, C64 


85 


Size and Logic 


Apple 


77 


SocPix 


Apple 


61 


Sound Ideas: Consonants 


Apple (64K) 


80 


Sound Ideas: Vowels 


Apple (64K) 


80 


Sound Ideas: Word Attack 


Apple (64K) 


72 


Sound Tracks 


Apple (64K) 


74 


Space Chase 


Apple 


31 


Space Waste Race 


App!e^ Atari, TRS 80 


49 


Spaceship Lost 


Apple 


45 


Spatial Relationships 


Apple 


25 


Spellicopter 


Apple\ IBM, C64 


66 


Spelling and Reading Primer 


Apple*, IBM, C64 


51 


Spelling Bee, The 


Apple 


32 


Starting Out: Set 1 


Apple*. TRS80 


45 


Stickers 


Apple, IBM^C64 


84 


Stickyl;Cur ABC 


Apple*. Atari, C64 


59 


Stickybear Math 


Apple*, !BM,C64 


81 


Sticky bear Numbers 


Apple*, IBM, Atari, C64 


64 


Stickybear Opposites 


Apple*. Atari. C64 


73 


Stickybear Printer 


Apple 


43 


Stickybear Reading 


Apple* IBM,C64 


77 


Stickybear Shapes 


Appip*, Atari, C64 


70 


Stickybear Town Builder 


Apple*. C64 


80 


Stickybear Typing 


Apple*, !BM,C64 


42 


Story Machine 


Apple*, IBM Atari, C64 Tl 


69 


Surrounding Patterns 


Apple*, C64 


77 


Sweet Shop, The 


Apple 


54 


Talk About a Walk 


Apple 


56 


Talking Nouns 1 


Apple (128K) 


BO 


Talking Nouns 11 


Apple (128K) 


80 


Talking Textwriter 


Apple (128K). Apple lIGS IBM 


80 


Talking Verbs 


Apple (128K) 


80 


Teddy and Iggy 


Apple* C64 


81 


Teddy Bear-rels of Fun 


Apple*. C64 


56 


Teddy Bears Counting Fun 


Apple 


32 


Teddy's Playground 


Apple 


83 


Telling Time 


Apple*, C64 TRS80, IBM Atari, Pet 


34 


Tiger's Tales: A Reading Adventure 


Apple*, C64 


80 


Time Master 


Apple 


25 


Tink's Adventure 


Apple*, C64. IBM Atari 


41 


Tink's Subtraction Fair 


Apple*, C64 IBM, Atari 


59 


Tinka's Mazes 


Apple*, IBM. C64. Atari 


43 


Tonk in the Land of Buddy-Bots 


Apple*. C64. IBM, Atari 


56 


Touch & Write 


Apple 


85 


Touch and Match 


Apple 


65 


Touch and See 


Apple 


61 


Toybox 


C64* Apple (128). IBM 


73 


TukGoes to Town 


Apple*. C64 (BM Atari 


41 


Up & Add *Em 


Apple*. IBM.C64 


75 


Webster's Numbers 


Apple*, C64 


67 


Whafs in a Frame? 


Apple 


83 


Word Factory 


Apple 


22 


Words 


Apple 


61 




C64(103 titles) 



Computer (* = version reviewed) Rating 



Adventures of Dobot, The Apple*, IBM, C64 70 

Alpha Build AppleMBM, C64 (cartridge) 56 

Alphabet Arcade, The Apple*. C64, Atari 42 

Alphabet Circus AppleMBM, C64 68 

AlphabetZoo Apple*, IBM, C64 51 

Astro-Grover Apple, C64* 41 

Best Electronic Word Book Ever Apple", C64 70 

Big Bird's Funhouse C64 49 

Big Bird's Special Delivery C64* (cartridge), IBM 31 

Bike Hike Apple*, C64 41 

Castle Clobber Apple , I BM * , C64 , Atari 56 

Charlie Brown's ABC's Apple*, C64, IBM 64 

ColorMe Apple*, IBM, C64 89 

Copycats: ABC for Micro* Me! Apple*, C64 48 

Counting C64 60 

Counting Apple*, C64 53 

Delta Drawing Apple, IBM*, C64* 78 

Dinosaurs AppleMBM, C64 65 

Dr. Seuss Fix-Up ... Puzzler Apple, C64' 70 

Ducks Ahoy C64 (cartridge) 54 

Early Childhood ... Program Apple*, C64 53 

EarlyGames Apple*, IBM, C64, Atari 60 

Early Learning Friends C64 71 

Easy as ABC Apple*, Mac, IBM, C64 82 

Electronic Crayon Series Apple* (128K), IBM, C64 74 

Ernie's Big Splash C64 59 

Ernie's Magic Shapes C64*, Atari, IBM 45 

Expl. Your World: The Weather Apple*, C64 51 

Pacemaker Apple, IBM*, C64, Atari 54 

Fantastic Animals Apple*, IBM, C64 70 

First Numbers: First Words Apple*, C64 41 

First Steps to Reading Apple* C64 43 

Hying Carpet, The Apple*, C64 44 

Fruit Tree/Gumball C64*,VIC20 28 

Gertrude's Secrets Apple*, IBM*, C64 84 

Getting Ready to Read and Add Apple, IBM*, Atari, C64* 63 

Grandma's House Appie', C64, Atari 68 

Grover's Animal Adventures C64 76 

Hodge Podge Apple*, C64, IBM, Atari 51 

How to Weigh an Elephant Apple*, C64 42 

I Love My Alphabet Apple*! C64, Atari 59 

Juggle's Rainbow Apple, IBM*, C64 62 

Kids on Keys Apple*, IBM, C64, Atari 62 

Kidwriter Apple*, C64*, IBM 73 

Kinder Koncepts MATH Apple*, C64, PET 57 

Kindercomp Apple, IBM*, C64, Atari 68 

Learning With Fuzzywomp Apple*, C64 73 

Learning With Leeper Apple* C64, Atari 69 

Let's Go Fishing Apple* C64 36 
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Title 



Overall 

Computer (* = version reviewed) Rating 



Letter-Go-Round 


064* (cartridge). Atari 


56 


Lion's Workshop 


Apple*. C64 


49 


Many Ways to Say 1 Love You 


Apple, C64* 


69 


Mask Parade 


Apple*, IBM,C64 


84 


Math Maze 


Apple*. IBM. Atari, C64 


52 


Monkey Math 


Apple*, C64. Atari 


49 


Moptown Parade 


Apple*. IBM*. C64 


55 


Muppets On Stage 


Apple*. IBM. C64 


81 


Music Maestro 


AppleMBM.C64, Atari 


73 


My Book 


C64*, Atari 


38 


Notable Phantom, The 


Apple*. IBM, C64 


66 


Number BeCi 


C64*. VIC 20 


29 


Number Farm 


Apple*, C64, IBM 


74 


Odd One Out 


Apple*. C64 


74 


Pals Around Town 


064 


73 


Path-Tactics 


Apple*, IBM, C64 


69 


Peanuts Maze Marathon 


Apple*, C64, IBM 


46 


Peanuts Picture Puzzlers 


Apple*, C64, IBM 


59 


Peter and the Wolf Music 


Apple*. C64 


77 


Peter Rabbit Reading 


Apple*, C64 


79 


Play Together Learn Together 


Apple*, IBM, C64 


44 


Preschool IQ Builder 1 


Apple*. C64, Atari. PET* 


38 


Preschool IQ Builder II 


Apple*. C64, PET. TI 


43 


Puzzle Master 


Apple*. IBM. C64 


84 


Rainbow Painter 


Apple\ C64 


80 


Reader Rabbit 


Apple*. IBM, C64. Apple liGS 


71 


Rhyming to Read 


Apple* C64 


37 


Same or Different 


Apple*, C64 


55 


Shape & Color Rodeo 


Apple*. IBM, C64 


73 


Shape Games 


C64*, VIC20 


44 


Shutterbug's Patterns 


Apple^ C64 


36 


Shutterbug's Pictures 


Apple*. C64 


61 


Simon Says 


Apple*, C64 


85 


Spellicopter 


Apple*, IBM C64 


66 


Spelling and Reading Primer 


Apple*, IBM, C64 


51 


Stickers 


Apple. IBM*, C64 


84 


Stickybear ABC 


Apple*, Atari, C64 


59 


Stickybear Math 


Apple*, IBM, C64 


81 


Stickybear Numbers 


Apple*, IBM, Atari. C64 


64 


Stickybear Opposites 


Apple , Atari. 064 


73 


Stickybear Reading 


Apple*, IBM, 064 


77 


Stickybear Shapes 


Apple*, Atari, 064 


70 


Stickybear Town Builder 


Apple*, 064 


80 


Stickybear Typing 


Apple*, IBM, 064 


42 


Story Machine 


Apple*. IBM. Atari, 064, TI 


69 


Surrounding Patterns 


Apple*, 064 


77 


Talking Teacher 


064 


76 


Teddy and Iggy 


Apple*, 064 


81 
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Overall 

Title Computer (* = version reviewed) Rating 



Teddy Bear-rels of Fun Apple*. C64 56 

Telling Time Apple*, C64. TRS 80 IBM. Atari, Pet 34 

Tiger's Tales: A Reading Adventure Apple*, C64 80 

TInk's Adventure Apple*, C64, IBM. Atari 41 

Tink's Subtraction Fair Apple^ C64, IBM. Atart 59 

Tinka's Mazes Apple*. IBM, C64, Atari 43 

TonkintheLandof Buddy-Bots Apple*, C64, IBM, Atari 56 

Toybox C64*, Apple (^28), IBM 73 

Tuk Goes to Town Apple*, C64, IBM, Atcri 41 

Up & Add 'Em Apple*, IBM, C64 75 

Webster's Numbers Apple^ C64 67 




144 



I 



IBIi (87 titles) 



Overall 

Title Computer C = version reviewed) Rating 



ABsCenes 


Apple*, IBM, Mac 


50 


Adventures of Dobot, The 


AppleMBM. C64 


70 


Alpha Build 


Apple*, IBM.C64 (cartridge) 


56 


Alphabet Circus 


^pple*, IBM.C64 


68 


Alphabet Zoo 


Apple*, IBM,C64{S20 95) 


51 


Arithmatic 


Apple*, IBM, Mac 


60 


Big Bird's Special Delivery 


C64* (cartridge). IBM 


31 


Bird's Eye View 


Apple*, IBM 


73 


Bouncy Bee Learns Letters 1 .0 


IBM 


72 


Bouncy Bee Learns Words 1.0 


IBM 


62 


Castle Clobber 


Apple, IBM*.C64, Atan 


56 


Cat 'n Mouse 


Apple*, IBM 


65 


Charlie Brown's ABC's 


Apple*, C64, IBM 


64 


Color Me 


Apple*, IBM,C64 (S3^ 95) 


89 


Come Play With Pockets 


IBM 


66 


Comparison Kitchen 


Apple*, IBM 


72 


Creature Creator 


Apple*, IBM 


62 


Delta Drawing 


Apple. IBM*, C64* 


78 


Dinosaurs 


Apple*. IBM, C64 (S34 95) 


65 


Early Elementary i 


Apple*, Atari. IBM 


27 


Early Games 


Apple*. IBM. C64, Atari 


60 


Easy as ABC 


Apple*, Mac. IBM,C64 


82 


Electronic Crayon Series 


Apple* (128K), IBM. C64 


74 


Ernie's Magic Shapes 


C64*, Atari, IBM 


45 


Pacemaker 


Apple, IBM*, C64. Atari 


54 


Fantastic Animals 


Apple*, IBM, C64 ($7 99) 


70 


Fun With Letters and Words 


IBM 


76 


Fun With Memory 


IBM 


77 


Fun With Numbers 


IBM 


59 


Gertrude's Secrets 


Apple*, IBM*, C64 ($29 95) 


84 


Getting Ready to Read and Add 


Apple. IBM*, Atari. C64^ 


63 


Happy Birthday, Pockets 


IBM 


71 


Hodge Podge 


Apple*, C64. IBM. Atari 


51 


introduction to Counting 


Appie*, IBM, Atari 


66 


Juggle's Rainbow 


Apple, IBM*,C64 


62 


Kid's Stuff 


IBM*. Apple, Atari ST 


76 


Kids on Keys 


Apple*, IBM, C64 ($20 95). Atari 


62 


Kidwriter 


Apple*, C64*. IBM 


73 


Kindercomp 


Apple. IBM*,C64 Atari 


68 


Kindercomp Golden Edition 


Apple*. IBM 


70 


Koala Pad Graphics Exhibitor 


ADDlelleMI-f .IBM 


76 


Make a Match 


Apple , IBM*, Atari 


75 


Mask Parade 


Apple*, IBM,C64 


84 


Math Magic 


Apple*. IBM 


53 


Math Maze 


Apple*, IBM Atari ($19 95), C64 


52 


Math Rabbit 


Apple*. IBM 


78 


Memory Master 


IBM*. Atari ST 


56 


Moptown Parade 


Apple*. iBM*.C64 


55 


Muppets On Stage 


Apple*, IBM, C64 


81 
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Title 



Computer (* - version reviewed) 



Overall 
Rating 



Music Maestro 


AppieMBM,C64, Atari 


73 


My ABC's 


IBM 


63 


My Letters, Numbers, and Words 


IBM-, Appie, Atari ST 


46 


Notable Phantom, The 


Apple*. IBM.C64 


66 


Number Farm 


Apple-. C64 IBM 


74 


Path-Tactics 


Apple*. IBM.C64 


69 


Peanuts Maze Marathon 


Apple*, C64. IBM 


46 


Peanuts Picture Puzzlers 


Apple", C64, IBM 


59 


Picture Perfect 


Apple*. IBM 


79 


Play Together Learn Together 


Apple*, iBM.C64 


44 


Pockets and Her New Sneakers 


IBM 


62 


Pockets Goes on a Picnic 


IBM 


61 


Pockets Goes on Vacation 


IBM 


63 


Pockets Goes to the Carnival 


IBM 


68 


Pockets Leads the Parade 


IBM 


75 


Primary Editor 1.0 


IBM 


56 


Puzzle Master 


Apple*. IBM.C64 


84 


Race the Clock 


Apple*. IBM 


69 


Reader Rabbit 


AppleMBM, C64, Apple lIGS 


71 


Shape & Color Rodeo 


Apple*, iBM,C64 


73 


Spellicopter 


Apple- iBM.C64 


66 


Spelling and Reading Primer 


Apple*, IBM,C64 


51 


Stickers 


Apple, IBM*.C64 


84 


Stickybear Math 


Apple* IBM,C64 


81 


Stickybear Numbers 


Apple*, IBM, Atari, C64 


64 


Stickybear Reading 


Apple*, IBM,C64 


77 


Stickybear Typing 


Apple*, IBM,C64 


42 


Story Machine 


Apple*, IBM, Atari, C64, Tl 


69 


Talking Textwriter 


Apple (i28K),ApDlell3S. IBM 


80 


Telling Time 


Apple*, C64, TPS 80, IBM. Atari, Pet 


34 


Tink's Adventure 


Apple*, C64, IBM. Atari 


41 


Tink's Subtraction Fair 


Apple*. C64, IBM. Atari 


59 


Tinka's Mazes 


Apple*. IBM, C64, Atari 


43 


Tonk in the Land of Buddy-Bots 


Apple\C64, IBM, Atari 


56 


Toybox 


C64* Apole(128), IBM 


73 


TukGoes to Town 


Apple*, Cb4, IBM. Atari 


41 


Up & Add 'Em 


Apple*. IBM, C64 


75 


Writing to Read 2.0 


IBr 


45 
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Title 



ATARI (37 titles) 

Overall 

Computer (* ^ version reviewed) Rating 



Alien Counter 4 Faceflash 


Apple". Atari 


51 


Alphabet Arcade, The 


Apple*, C64. Atari 


42 


Castle Clobber 


Apple. IBM ,C64, Atari 


56 


Early Elementary 1 


Apple*, Aiari. IBM 


27 


Early Games 


Apple*, IBM, C64. Atari 


60 


Ernie's Magic Shapes 


C64*, Atari. IBM 


45 


Pacemaker 


Apple. IBM*. C64. Alan 


54 


First Letters an^. Words 


Apple liGS*, Mac, Amiga Atari ST 


74 


First Shapes 


Apple liGS*. Mac, Amiga, Atari ST 


78 


Getting Ready to Read and Add 


Apple, IBM*, Atari. C64* 


63 


Grandma's House 


Apple*, C64, Atari 


68 


Hodge Podge 


Apple*. C64, IBM, Atari 


51 


1 Love My Alphabet 


Arole*. C64, Atari 


59 


Introduction to Counting 


A ;le*. IBM, Atari 


66 


Jar Game & Chaos, The 


Apple*, Atari 


42 


Kid'^ Stuff 


IBM*, Apple, Atari ST 


76 


Kids on Keys 


Apple*, IBM. C64, Atari 


62 


Kindercomp 


Apple, IBM*. C64, Atari 


68 


Learning With Leeper 


Apple*, C64, Atari 


69 


Letter-Go-Round 


C64* (cartridge). Atari 


56 


Make a Match 


Apple*, IBM*, Atari 


75 


Math Maze 


Apple*, IBM, Atari, C64 


52 


Memory Master 


IBM*. Alan ST 


56 


Monkey Math 


Apple*, C64. Atari 


49 


Music Maestro 


Apple*, IBM, C64. Alan 


73 


My Book 


C64*, Alan 


38 


My Letters, Numbers, and Words 


IBM*, Apple, Alan ST 


46 


Preschool IQ Builder i 


Apple*, C64 Atari PET* 


38 


Space Waste Race 


Apple*, Alan, TRS 80 


49 


Stickybear ABC 


Apple*, Alan, C64 


59 


Stickybear N^imbers 


Apple*, IBM, Atari, C64 


64 


Stickybenr Opposites 


Apple*, Alan, C64 


73 


Stickybear Shapes 


Apple*, Alan, C64 


70 


Story Machine 


Apple*, IBM, Alan, C64,TI 


69 


Telling Time 


Apple*, C64. TRS 80, IBM, Alan Pet 


34 


Tink's Adventure 


Apple*, C64, IBM, Alan 


41 


Tink's Subtraction Fair 


Apple*, C54, IBM, Atan 


59 


Tinka's Mazes 


Apple*, IBM,C64, ' -^r: 


43 


Tonk in the Land of Buddy-Bots 


Apple*, C64, IBM, Aun 


56 


TukGoes to Tovvn 


Apple*, C64, IBM, Alan 


41 
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Title 



APPLE IIGS(4 titles) 

^ Overall 
Computer ( version reviewed) Rating 



Rrst Letters and Words Apple iiGS', Mac, Amiga. Atari ST 74 

First Shapes Apple HQS', Mac, Amiga, Atari ST 78 

Reader Rabbit AppleMBM, C64, Apple liGS 71 

Talking Textwriter Apple (128K), Apple IIGS. IBM 80 



MACINTOSH (6 titles) 

^ Overall 
Computer ( = version reviewed) Rating 



ABsCenes Apple*, IBM, Mac 50 

Arithmatic Apple*, IBM, Mac 60 

Easy as ABC Apple*. Mac. IBM, C64 82 

First Letters and Words Apple IIGS*, Mac, Amiga, Atari ST 74 

First Shapes Apple IIGS*. Mac, Amiga. Atari ST 78 

Match-On-A-Mac Macintosh (128K) 73 



AMIGA (7 titles) 

^ Overall 
Computer ( = version reviewed) Rating 



Beginning Counting Amiga (51 2K) 43 

Beginning Reading Skills Amiga (51 2K) 57 

Early Math Amiga (51 2K) 43 

Facemaker Golden Edition Apple^ Amiga i 1 

First Letters and V^ords Apple IIGS*. Mac. Amiga, Atari ST 74 

First Shapes Apple ilGS\ Mac. Amiga. Atari ST 78 

Learning the Alphabet / iga(512K) 50 



TRS 80 (7 titles) 

Overall 

Computer (* ^ version rsyiev/ed) Rating 



Counting Skills Apple*, TRS 80 40 

Jr.Typer Apple*. TRS 80 41 

Language Apple*. TRS 80 37 

Ordering/Sequencing Apple*. TRS 80 38 

Space Waste Race Apple*, Atari, TRS 80 49 

Starting Out: Se* 1 Apple* TRS80 45 

Telling Time Apple*, C64, TRS 80, IBM. Atari, Pet 34 
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APPENDIX 5: GLOSSARY 



Definitions are gi\en here foi Sun e\ terms or computer terms thai ma\ be un I ami liar lo the reader 

BASIC — Acronvm for Beginners All-purpose Svmbohc Instruction Code. A language often used with 
niicroconif uters, using word-like commands rather than numerical codes A relati\el> cas\ language to learn 

Branching — The capacit> ol a program lo adjust ils lc\cl of challenge lo nialch ihc child's performance, an important 
component ol Computer-Managed Instruction (CMl) For example, if Ihe child performs a ta^k poorl\ . the program 
automatically presents a simpler task 

Chip — A tiny silicon surface coniaimng a compuler circuil. 

Computer literacy — Familiarit> with ihe parts of a microcomputer and some measure ol programming skill. 

Computer-Managed Instruction (CMI) — A capacit> ol a computer program thai allows a leacher to set up 
individualized actiMlies This oflen includes ihc abilit) to sorl. pnnt. and automalicallv updale performance lecords of 
children who use ihc program. (See Branching ) 

Cricket voice s>nthe,sizer — An atlachmcnl . the Apple lie lomputer. Plugs inio ihe modem port of the computer 
Equi\alcnl lo the Echo Mb \oice s>nthesizcr Made b> Street Electronics Corporation. Costs about S 100 (See Echo 
voice synthesizer.) 

Cursor — A s>mbol. such as a dash or box. ihat marks on the screen where the ncxi kc>stroke will occur 
Disk — See Moppy disk. 

Di,sk dri\e — The mechanism into which the disk or diskette is inserted. Makes the disk rotate as on a record pla>er. 
Divergent — Sec Open-ended. 

Drill and practice — A program design lhat prov ides repeated praclice w ith specific skills or concepls Frequcntl> 
involves answer checking, performance feedback, or chances to review missed problems. 

¥xho \oice synthesizer — A compuler attachment lhat pcrmils compuler output to be spoken Plugs inside the 
computer. Requires special software lhat takes advantage of speech capabs!it>. Costs aboul SI 00. Madeb> Slreet 
Electronics Corporation (See Cricket voice synihesi/er.) 

Embedded reinforcements — A program's pictures or sounds thai rel ilc to and work with ihe content, ralhcr than 
being merely entertaining or atlenlion-getling. 

Floppy disk — A \in>l disk, coaled with magnetic inatciial. on which computer programs can be recorded for storage. 
Also called diskelte. 

Graphics — The piciorial part ol a program prcsenlcd on the screen Oilcn anmialed and in color 

Hardware — The ph>sical equipment thai makes up a computer svstem. such as ihe monitor, computer, keyboard, 
printer. 

Icon — A picture or symbol that slands lor a word. Often used in menus lo mak** a program usable b> nonrc .dcrs. 

Imagewriter — A printer designed for Apple omputer^ The Imagewriter H can print in color if it has special ribbon. 

Joystick — A computer attachment Moving :he joystick handle uj.. down. left, or right makes an ubject or cursor move 
in corresponding directions on the screen A butlon on the joy stick may also be used to stop or start action or pick up an 
object 
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K — An abbrtvialiun lOr rvilu, v)r invJuSaPiu, uSuall} rclcrriPi^c Iv) u Tipuicr\ rnciiiui V iti bvics A 64K n>niomcr, 
for example, has 64 thousand bvtes of memurv A b>te can be roughi> translated as one alphabet character. 

Key experiences — The learning objectives ot the High Scope Curriciilum Approxiniatelv filt\ guidepusts tor 
planning classroom activities and evaluating learning progress 

Koaia Pad — A book-sized, touch-sensitive pad that allows intoniuttiun to be entered into the- computer bv drawing 
with a stylus or finger on the pad. Mostly used for drawing. 

Light pen — A pen -.shaped attachment sensitive to the light of the computer's TV displav Can be used tu ' draw " on 
the screen or to point to and select objects or areas on the screen. 

Load — To copy a program's instructions from a disk or tape into the computer's memory 

LOGO — A computer language that uses a combination of simple instructions and graphics. Commonly used to 
introduce programming procedures to children. 

Memory — An ability of a computer system to store information for later retrieval 

Menu — A list of a computer program's choices displayed on the screen 

Microcomputer — A desktop-sized ( omp »ter w ith many of the capabilities of larger computers 

Monitor — The video disp!a> (device attached to most microcomputers Like a television screen without a channel 
tuner. 

Mouse — A handheld computer attachnivat whose movement (left, right, up, or down) on a desk moves objc^^ts or a 
cursor in corresponding direction^ on thv. >cr^cn. A button on the mouse ma> also be used to stop ur start an action or 
pick up an object. 

Muppet Learning Keys — A separate keyboard ♦hat plugs into a joystick port Contains numbers 0-9 in left-to- right 
order and letters in alphabetical order, plus eight color ke>s It rc juires spcciall) designed software. Produced bv 
Sunburst Communications, it costs about S 100. 

Open-ended — The quality of computer programs, such as word processing, programming, and drawing programs, 
that allows many different results to be produced. 

Paddles — A computer attachment with <IiaU that can be turned to move an object or cursor on the screen Similar m 
operation to knobs of an Etch-a-Sketch game. 

Password — A word or code that allows a child to use parts of a computer program, or gives access to his or her stored 
files. 

Peripheral — An attachment to the computer, such as a keybOiird, monitor, printer, mouse, or voice synthesi/er. 

PowerPad — A large (12" by 12"' louch-sensitive graphics tablet that plugs into the Apple II, lie. or IIGS computer 
(not the 11c). Often u^ed with pict'ire templates that can be laid over its surface, allowing children to press pictures to 
enter answers into the computer. Also called WonderWorker Produced by Dunamis, Inc , it costs about $2(X) 

Program — An organized set of instructions, written in a computer language, that makes the computer perform a 
specified task. Programs arc referred to as "software . 
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Programming — The proccs>ol giNini? the Lonipulcr insiructions Sc\<jr«il nrui'raiiuiung .u n\ itic^ c\iM lor <.h}ldrcn. 
e g.. for drawing — "Delia brauing" and "LOG()'\ lor programming ihc inovcmenis ol a late or objCt.i — 
"Facemakcr."" "Creature Creator " 

Simulation — A program that models a real-lite situation. sUch as the operation ol a lemonade stand, the fl>mg of an 
air|)lane. or the exploration ol a \oleano .Simulations are frequentl) designed to allow ehildren to praetiee skills or 
concepts in a lifelike .situation 

Software — The information tha' eontrols the eomputer I his inturmation is usuall) stored on an clcetroniaunetie 
medium such as a disk or tape See Program 

Touch Window — A toueh-scnsitive transparent sereen that fits o\er a eomputer moniior. allow mg information to be 
entered into the computer b\ touching sereen images with a finger or st>lus It requires speeiall) designed software 
Produced by Personal Touch Corporation, it costs about $200 

Tutorial — A computer program, or part thereof, demonstrating a processor skill, sueh as matching objeets 
one-to-one. with provisions for children to model or tr> the same process or skill on their own 

Wonderworker — See PowerPad 

Word processor program — A orogram that enables a child to use the eomputer to write, as with a typewriter Word 
processing programs iisuall) have additional features, sueh as abilil) to edit. j>ave. and recall written mate-ial, abi]it> to 
reformat written material: and ability to choose print style. 
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